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It’s here! It’s amazing! 
30 And we tell you 

everything you need to 
know about the ape-related box 
o’fun that is Diddy Kong 
Racing ! Exclusively! Probably. 
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Wei come! 


Chop Chop! 

Bloody hell. On the day that 64 Magazine is 
due to go to press, our lead story being that 
Nintendo have cut the prices of their new 
games to just £50, they top it by announcing 
that the N64 itself is going down in price, to 
the devastatingly low £99.99 mark! After 
months of people (including myself) moaning 
that the machine and games are too 
expensive, Nintendo have blown 
complainers and competition alike right 
out of the water. 

Although our stringers had actually told 
us about this two weeks before the official 
announcement (we have people 
everywhere!). Nintendo's UK distributors 
THE Games, in true X Files fashion, denied 
everything - until the day the confirmation 
fax came spooling onto our office floor 1 
Nintendo’s plan was carefully thought out, 
waiting until Sony magnanimously 
announced that it would be packaging an 
extra joypad with the PlayStation (at a 
cost to themselves of practically nothing) 
before almost casually knocking £50 off 
the price of its superconsole and slicing 
a tenner from the cost of games to boot. 

All this just in time for Christmas, too. 

Nintendo are now in a frighteningly 
strong position to dominate the holiday 
market - their upcoming games are 1 
some of the best ever, easily 
outstripping all but a couple of 
PlayStation titles, and the console \ 
that runs them is not only the most 
powerful you can buy, but costs less 
than a hundred quid. It’s still not 
chump change, but that single penny 
below £100 makes an enormous 
psychological difference when 
people compare prices in 
Dixons. PlayStation - 
three figures. N64 - two 
figures. At a stroke, 

Nintendo have turned the 
expectation of how the 
Christmas market would 
look on its head. 

Nintendo's sales are now 
guaranteed to go through the roof 
- for a start, no fewer than four 
staffers on 64 Magazine’s sister 
PlayStation mags reached for 
their wallets on hearing the 
news! With the quality of the 
games as high as it’s ever been 
(half the games reviewed this 
issue score 90% or higher), 

Nintendo apparently taking 
advice from Rare on how to 
produce quality PAL 
conversions and the price 
cuts, the N64’s future has 
never looked brighter. 

Andy McDermott, Editor 



Console And Cart 
Prices Cut For Xmas! 


Excellent news for all gamers - not only 

have Nintendo announced a cut in cartridge 
prices that will see megagames like Goldeneye 
and Diddy Kong Racing on the shelves at the 
shockingly bargainous price of £49.99, the same 
as some PlayStation titles, but the N64 itself is 
coming down to just £99.99! As of Friday October 
24, the N64 crashed down in price by £50, 
undercutting the PlayStation by a full 30 nicker. 

As well as Nintendo’s new titles, the cart price 
cut also extends to third party games - expect 


price cuts of between £5 and £10 
on games from other companies - 
and some older games. Both 
Super Mario 64 and Mario Kart 64 
have come down in price to £49-99. 
the same as Goldeneye and Diddy 
Kong Racing. 

Well, what are you going to do? There’s really 
no excuse for not buying an N64 for Christmas 
now. Kids - tell your parents! Parents - treat your 
kids! People with no kids - treat yourselves! 





Showcase 



COPTER FEEL 


Maxis's game Sim Copter will be appearing on 

the 64DD, not cartridge as had been previously 
thought, and may even be the system’s launch title in 
the US. Nintendo design guru Shigeru Miyamoto has 
implied that Sim City 2000 (already confirmed as one of 
the first 64DD titles) and Sim Copter will be compatible 
in some way, which leads to the interesting idea that 
players can build cities in 
SC2000 and then fly missions 
through them in Sim Copter* 
Sim Copter puts you in 
charge of a city’s helicopter 
fleet, giving you responsibility 
over airborne law 
enforcement, rescue and 


firefighting as you try to keep the simulated citizens alive. 
Or, alternatively, you can cause chaos by kidnapping people 
and hurling them to their doom from your chopper! Well, 
maybe Nintendo might not be quite so keen on that aspect 
of things. One thing is certain - the infamous ‘gay parade’ 
ending sneaked into the PC game by a programmer is 
unlikely to reappear on the Nintendo game... 




Changing 
Gear 


Border Stupid 



Top Gear Rally 

(which receives 
a handy 90% 
this issue) 
may 

already be 
laden with 
japanese sports cars, but not 
enough for the japanese 
themselves - their version of the 
game will replace two of the more 
‘European’ cars (the BMW M3 and 
the Ford RS 200) with an F-150 
pickup (hang on, that’s American!) 
and a Mitsubishi Pajero. Hmmm. 
The bonus ’helmet car’ also picks 
up its P45, being replaced by 
(hurrah!) a Mini Cooper. 

The music and default car paint 
jobs will also be changed, and the 
game will be fitted with internal 
memory that lets you save season 
data without needing a Controller 
Pak. We’ll have a look at Top Gear 
Rally Goes East in a future issue. 


Don! In our UK Update review of 

Lylat Wars in issue 5, we said the 
game had ‘moderate’ borders. In 
fact it doesn’t - it's Nintendo’s first 
full-screen PAL game. This is what 
happens when we don’t get time to play 
the game on the office Big Telly™ and 
have to run it through our Macs instead - 



our video grabber obligingly put borders on the screen, as can be seen here. We 
humbly apologise to Nintendo, and curse Apple for their poxy software! 


AUTOMOBLIBBLy 


Lamborghini 64 is to undergo a title change, 

to the tongue-twisting Automobili Lamborghini. 

The change is apparently because somebody at _ I 

Lamborghini realised they didn’t make a car ^ ^ 

called the‘64', and decided to plug the whole ^ 

company instead. Right, like we’re all going to ^ 

rush out and buy a Lambo because we’ve seen s ' ■ i _ ‘ " 

the company name in print! 

If you can dodge the baton-wielding thugs in the riot police blocking your 
path to the shops, Automobili Lamborghini will be available from THE Games 
on November 28. Review next issue, hopefully. 



Funky Foxdata 


It's The Mind 


YOU CAN TELL A LOT ABOUT A PERSON 
BY LOOKING AT THE PICTURE THEY USE 
TO DECORATE THEIR COMPUTER’S 

desktop. What lurks in the minds 
of the 64 Magazine crew? 


Andy McDermott 

The editor’s 
choice of 
desktop picture 
tells us three 
things. He likes 
anime. He has 
a thing for cute redheads. This is 
the only way he can get a woman 
to look at him without retching. 



Roy Kimber 

A psychedelic 
desktop is the 
perfect 
reflection of 
Roy’s psyche, a 
window into 
The Wild And Wacky World Of 
Kimber. Well, he thinks Mortal 
Kombat is better than Street 
Fighter- mad! 


Q 

© 



Loz Cooper 

In true Spinal 
Tap fashion, 
the Coopster’s 
laptop PC 
(damn 

contributors - 
buy yourself a decent computer!) 
has a backdrop that could not be 
more black. The miserable sod! 



Nick Trent 

A dull brown 
moonscape, 
reminiscent of 
the Ryvitas 
upon which he 
feasts, provides 
the backdrop for Trenty’s layout 
wizardry. Fortunately, he exercises 
more imagination in his designs! 



In the beginning, there were grey controllers. 

Then Nintendo said, “Let there be colour!’* and there 
was. Then Foxdata said, “Let there be chrome!” and 
there was that too. Now, customisation reaches new 
heights with Foxdata’s latest piece of painterly trickery 
psychedelic controllers! 

The new additions to Foxdata’s 


range are (left to right) Purple Forest, Chrome Leopard, 
Desert Storm and Red Rain. Yeah, funkeeeh! 

These groovy pads cost £39.99 and are 
available via CMT distribution on (0113) 

230 6305, or through Special Reserve 
stores (01279) 600204 and other 
good game shops. 
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Who Wants To 
Be A Billionaire? 


1 


Who’s the daddy now? Nintendo 

recently revealed the total number of 
consoles and carts they’ve sold over the 
years, and It’s, uh, kinda huge. There are 
more than 150 million Nintendo consoles 
(NES, Super NES and Game Boy) 
weighing down the crust of the planet, 
and well over a billion games for them. 
That’s practically one Nintendo game for 
every six people in the world! 

These figures don’t even include N64 
consoles and games, and with 1998 
being the year when Nintendo’s 
superconsole is expected to go into 
sales overdrive, maybe the ratio will go 
up to one in five... 

:./• v A 




Patent 

Stupidity 

Another victory for greed and 

opportunism, another nail in the coffin 
for common sense and advances in 
game development. Sega Enterprises 
recently won a long-running patent 
claim that, in Japan, gives them the 
rights to the entire concept of user- 
controlled camera angles in games. If 
a game released in Japan, on any 
format, has camera views that can be 
adjusted by the player, Sega now 
have the legal right to demand 
royalties. Nintendo, naturally, are 
one of the companies Sega have in 
their sights. 

Patents are intended to protect 
inventors from exploitation, but by 
claiming patents on ideas rather 
than the actual process , companies 
like Sega and Inwood International 
(who are trying to claim royalties on 
any game that features digitised 
human animation!) are clearly 
abusing their privileges. Still, game 
developers affected by this kind of 
idiocy can take comfort from the 
case of Microsoft - they were sued 
by Apple for copying the Macintosh 
operating system to create 
Windows, and look where they are 


DURAL TO STEP 
ON MARIO? 


Nintendo’s old rivals Sega are 

hard at work on a replacement for 
the ailing Saturn, with which they 
intend to crush the N64. 
Codenamed ‘Dural’, after the T- 
loooalike character from the 
Virtua Fighter games, the machine 
is intended to go on sale around 
Autumn 1998. 

Although Dural is a 64-bit 
machine like the N64, the Hitachi 
SH-4 Central Processing Unit is 
over twice as fast as the N64’s 
CPU, 200MHz against 93-75Mhz. 
The SH-4 is backed up by a load of 
custom silicon, including an NEC 
PowerVR2 graphics chip which can 
deliver graphics not far short of the 


amazing Model 3 board used in Sega’s 
Virtua Fighter 3 arcade machine. It is 
also compatible with the latest PC 3*D 
graphics formats, which in 
conjunction with Dural’s use of 
Microsoft’s Windows CE operating 
system should make conversions of 
top PC games a doddle. 

Although Dural will be a CD-based 
system like the Saturn and 
PlayStation, the drive will be a hugely 
fast i2x unit (compared to the Saturn's 
2x drive) that can also read special 
high-density CDs holding twice as 
much data as a standard disk. At this 
kind of speed, differences in access 
time between a CD and a cartridge 
almost disappear. 



Should Nintendo be worried? 
Absolutely yes - although Sega lost the 
next generation console wars to Sony, 
they are still the world’s largest 
manufacturer of arcade machines, and 
perfect conversions of Virtua Fighter 3 
or Scud Race will almost guarantee 
sales. Dural’s specifications, on paper, 
are a lot more powerful than the N64; 
even with their price cuts, Nintendo still 
have only a year to get the 64DD out 
and try to recapture the console market 
from Sony before Sega start kicking the 
chairs over. The clock is ticking... 


The Big Picture 

Ever felt that, no matter how big your telly, it's just 

not big enough to do justice to your N64 games? Problem 
solved with the help of the Sharp XV-CiE, a thrillingly 
named piece of kit distributed by Roche Visual 
Communications, which is a lot more exciting than it 
sounds - it’s a projection TV system that can zap a huge 
picture onto any conveniently situated flat surface! 

There should be an advert for the XV-CiE (ooh, even the 
name sends me all a-tremble) elsewhere in this issue, so 
that’ll take care of all the 
details like price and 
stuff. We’ve got 
one on long-term 
test, so watch out 
in a future issue 
for a report on our 
cinemascope 
exploits. 



ACHTUNG 

PLUGGY! 

Public service announcement time - a small 

number of N64S have been supplied with potentially 

unsafe plugs on their power packs. If your plug has the 

name ‘Hitachi HE-25* under its prongs, 

there is a slight chance that the back 

of the plug might come loose, 4 ^ 

exposing bare wires. If your , ^ 

power pack is a model HE- ^ 

25, call THE Games on W'a 

freephone (0500) 030 030 

and they’ll give you U HL . 

instructions on how to 

obtain a replacement as ~ 

quickly as possible. ^ i] 


You Know Where To Come 


If you’ve ever been mildly annoyed that some game shops 

don’t let you try before you buy, take heart from the fact that 
fridge-floggers Comet are expanding their Game Zone concept, 
where a bank of N64S, PlayStations and Saturns are set up for 
potential game buyers to play the latest releases. Comet tell us 
that each Zone will be showing up to 20 N64 games at once, so 
presumably they’ll be doubling up some titles until that number 
are on release! 

There are over 200 Comet stores where the Game Zones will 
be running in the lead-up to Christmas, so if you want to see 
how Top Gear Rally stacks up against Multi Racing 
Championship , or just show off your talents at Mario 64 to the 
adoring masses, make your way down to your nearest 

Halleyesque 
purveyor of ‘white 
goods’ right now! 












^ i JUy 
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i'-t~ 1/uufiS. 








Extreme-G™ takes gaming to 
a new level and sets the 
standard as the fastest, most 
graphically impressive game 
to grace the Nintendo 1 ’ 64. 
"The fastest game on earth." 
(Nintendo Magazine) 



TAKE IT TO THE EXTREME 

-PGnOt'O 


Extreme-G"* A G 1997 Acclaim Entertainment. AU rights reserved. Acclaim is a registered trademark of Acclaim Entertainment Inc. dl® 1997 Acclaim Entertainment Inc. All rights reserved. 
Nd)6A, Nintendo ■ 64 and the 3-0 "N" Logo are trademarks of Nintendo of America Inc. G 1996 Nintendo of America Inc. All rights reserved. Developed by Probe Entertainment. 
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ONCE BITTEN 

And you thought American football 

was a wholesome game. Marv Albert, 
the in-game commentator for Acclaim’s 
NFL Quarterback Club '98 (reviewed this 
issue), has pleaded guilty to charges of 
sexual assault. 

Albert has already been fired from his 
commentator’s job by US TV network 
NBC, but unfortunately for Acclaim, the 
NFL cartridges had already gone into 
production by the time the wig-wearing 
biter admitted all. As a result, the voice 
of the N6Vs first gridiron game is that of 
a dodgy deviant! Oops... 



Microtometercandyhell 


Codemasters, the British 

developers who brought the world the 
hellishly addictive Micro Machines 
games, have signed a deal with 
Midway to convert Micro Machines 
(and other Codemasters games) to the 
N64. Micro Machines V3 on the 
PlayStation scored 92% in Play 
magazine - we look forward to an N64 
version! 



6 

id CHARTS 
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Chart Track II 

1 

Lylat Wars 

Nintendo 

2 

Mario Kart 64 

Nintendo 

3 

MRC 

Ocean 

4 

Super Mario 64 

Nintendo 

5 

ISS64 

Konami 

6 

Doom 64 GT Interactive 

7 

Shadows OTE 

Nintendo 

8 

Blast Corps 

Nintendo 

9 

Turok 

Acclaim 

10 

Wave Race 

Nintendo 




<iews OA 

NUGGETS 


Midway have signed a deal to 

distribute Kemco’s Twisted Edge 
Snowboarding in the States - no word 
yet on who will obtain the UK rights... 
Hudson Soft’s giant robot battler 
Legion X will come to the west 
courtesy of Mindscape, who will be 
renaming the game Last Legion UX for 
no apparent reason... Gumpei Yokoi, 
designer of the Game Boy for 
Nintendo, died recently in a car crash. 
He had left the company following the 
commercial failure of his next project, 
the Virtual Boy... Goldeneye is still 
topping the game rental charts in 
America, outdoing even PlayStation 
megagames like Final Fantasy VII... 


LATEST RELEASE DATES 

Once more unto the breach, dear friends, once more unto that hell of 

VARIABLE RELEASE DATES AND SCHEDULES THAT CHANGE MORE OFTEN THAN 
TRAFFIC LIGHTS. AS USUAL, TAKE EVEN THE VAGUE DATES LISTED HERE WITH 
ENOUGH SALT TO SHRIVEL JABBA THE HUTT, ESPECIALLY IF THEY ARE SUFFIXED 
WITH THE NAME ‘NINTENDO’... 




UK 

Now-December 

Goldeneye (Nintendo) 
Bomberman 64 (Nintendo) 
Diddy Kong Racing 
(Nintendo) 

Mischief Makers (Nintendo) 
NHL Quarterback Club 
(Acclaim) 

Clayfighter 63 1/3 (Interplay) 
Top Gear Rally (Kemco/THE) 
Automobili Lamborghini 
(Titus/THE) 

WCW vs NWO World Tour 
(THQ) 

jeopardy! (Take Two) 

Wheel Of Fortune (Take Two) 
Duke Nukem 64 (GT 
Interactive) 

San Francisco Rush (GT 
Interactive) 

Robotron 64 (GT Interactive) 
Quake 64 (GT Interactive) 

January-March 1998 

Banjo-Kazooie (Nintendo) 
F-Zero 64 (Nintendo) 

Yoshi's Story (Nintendo) 

Zelda 64 (Nintendo) 

Conker's Quest (Rare) 
Forsaken (Acclaim) 

Goemon (Konami) 

GASP (Konami) 

Nagano Winter Olympics 
(Konami) 

NBA In The Zone '98 (Konami) 
Castlevania 64 (Konami) 
Mission: Impossible (Ocean) 
Bomberman 64 (Hudson) 
Quest 64 (THQ) 

Virtual Chess 64 (Titus) 
Twisted Edge Snowboarding 
(Kemco) 

Chameleon Twist (Japan 
System Supply) 

Tonic Trouble (Ubi Soft) 

Mace: The Dark Age (GT 
Interactive) 

MK Mythologies (GT 
Interactive) 




Japan 

Now-December 

Diddy Kong Racing 
(Nintendo) 

Yoshi's Story (Nintendo) 
Tamagotchi 64 (Nintendo) 
Hyper Olympics In Nagano 
(Konami) 

Dual Heroes (Hudson) 

Legion X (Hudson) 

Toukon Road: Brave Spirits 
(Hudson) 

Top Gear Rally (Kemco) 

Aero Gauge (ASCII) 

Macross: Another Dimension 
(Tomy) 

Famista 64 (Namco) 

Sonic Wings Assault (Video 
System) 

Holy Magic Century Eltale 
(Imagineer) 

Struggle Hard (Imagineer) 

Sim City 2000 (Imagineer) 
Kiratto Kaiketsu! 64 
Tanteidan (Imagineer) 

Rev Limit (Seta) 

Morita Shogi 64 (Seta) 

Wild Choppers (Seta) 

Snobo Kids (Atlus) 

Chameleon Twist (Japan 
System Supply) 

Hiryu No Ken Twin (Culture 
Brain) 

Pro Mahjong Kiwame 64 
(Athena) 

Virtual Pro Wrestling: Ultra 
Battle Royale (Asmik) 

Hashire Boku No Uma 
(Culture Brain) 

Super Robot Spirits 
(Banpresto) 

Harukanaru Augusta: Masters 
•98 (T&E Soft) 

January-March 1998 

F-Zero 64 (Nintendo) 

The Legend Of Zelda 64 
(Nintendo) 

Banjo-Kazooie (Nintendo) 
Kirby's Air Ride (Nintendo) 
(64DD) Mario Artist 
(Nintendo) 

(64DD) Mother 3 (Nintendo) 
(64DD) Pocket Monster 64 
(Nintendo) 

(64DD) Sim City 64 
(Nintendo) 

Jungle Emperor Leo 
(Nintendo) 

Flights of the UN (Video 
System) 

Wayne Gretzky's 3-D Hockey 
'98 (Gamebank) 





USA 

Now-December 

Diddy Kong Racing 
(Nintendo) 

Bomberman 64 (Nintendo) 
Mystical Ninja 64 (Konami) 
NBA In The Zone '98 (Konami) 
Mission: Impossible (Ocean) 
Last Legion UX (Hudson) 

WCW vs. NWO: World Tour 
(THQ) 

MK Mythologies (Midway) 

San Francisco Rush (Midway) 
Wayne Gretzky's 3D Hockey 
'98 (Midway) 

John Madden 64 (EA Sports) 
NFL Quarterback Club '98 
(Acclaim) 

Duke Nukem 64 (GT 
Interactive) 

Aero Fighters Assault 
(Paradigm) 

Space Station: Silicon Valley 
(BMG) 

Wheel Of Fortune (Gametek) 
Jeopardy! (Gametek) 



January-March 1998 

The Legend Of Zelda 64 
(Nintendo) 

Yoshi's Story (Nintendo) 
Conker's Quest (Rare) 
Banjo-Kazooie (Nintendo) 
Body Harvest (Nintendo) 

MLB Featuring Ken Griffey Jr 
(Nintendo) 

Nagano Winter Olympics ’98 
(Konami) 

GASP (Konami) 

Castlevania 64 (Konami) 

Bio Freaks (Midway) 

Quake 64 (Midway) 

NHL Breakaway '98 (Acclaim) 
Turok 2 (Acclaim) 

Forsaken (Acclaim) 

NBA Jam ’98 (Acclaim) 

WWF '98 (Acclaim) 

Quest 64 (THQ) 

Tonic Trouble (Ubi Soft) 
Virtual Chess 64 (Titus) 

Freak Boy (Virgin) 

Earthworm Jim 3 (Interplay) 
Robotech: Crystal Dreams 
(Gametek) 
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All American NFL™ action 
in the most impressive 
game ever. The only 
game with all the teams, 
all the players and the 
official NFL™ license. 


I 

4«laim 

TAKE IT TO THE EXTREME 

MErgj 

*r- rTBRTAINME.N1 


The NFL Quarterback Club it a trademark of the National Football League Team names nicknames, logos and other indicia are trademarks of the teams 
indicated. TM / € 1997 NFLP. The FLAYERS INC Logo is an official trademark of the National Football League Flayers. All Rights Reserved. Cover photography 0 
Vincent Manniello. sports-Chrome-East/West. Developed by Iguana Entertainment. Nintendo 64 and the 1-D "N" logo are trademarks of Nintendo of America. 
Inc. <C> 1996 Nintendo of America. All other trademarks are trademarks of Acclaim Entertainment. Inc TM / 1C) 1997 Acclaim Entertainment. Inc. All rights reserved. 
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Come one, come all, 
write to 64 Magazine and 
have a ball! But don’t 
talk rubbish or we’ll 
take the piss. We really 
ARE that CRUEL. 

64 Magazine, in association with Fire 
International, is pleased to announce a 
little incentive for our readers to get 
involved with the magazine - every 
letter printed (well, apart from the 
dongers that end up in Memory Card 
Losers) will win a 256K memory card 
from Fire, and a Star Letter each 
month will be crushed by largesse! 

• Please note that the prizes are sent out by Fire 
International, not us. so there may be a delay between 
publication of your letter and receipt of your prize. 

Fire International’s ^ 

N 64 Peripherals ► 

1 Meg memory card 
(choice of six colours): £14.99 


Deaf Ears 

Dear 64 Magazine, 

I’ve been reading your magazine 
since issue one and generally 
speaking it is excellent. But why 
do you neglect sound in your 
reviews? Sound seems to be taken 
for granted these days, never 
mentioned unless it is particularly good 
or bad, but I think that sound is very 
important in a game as it can add 
atmosphere a la Secret Of Mono and make for 
a much more enjoyable game environment. I 
feel that you should pay far more attention to 
sound in your reviews. 

Your Blast Corps review in issue two is a 
prime example; a seven-page review yet the 
sound is briefly skipped over in just one 
paragraph. In smaller reviews of a page or two 1 
realise it is difficult to cover sound, but in the 
case of Blast Corps - a game with truly excellent 
sound - the neglect is particularly 
unacceptable. Goemon - a game with the finest 
sound yet - had absolutely no mention of the 
sound in the body text. Similar treatment was 
given to other titles with excellent sound like 
Goldeneye, Lylat Wars , Turok and Wave Race. 
Why? Please rectify this in the future. 

On a lighter note, I was pleased to read that 
Rare are doing fully optimised PAL versions of all 
their upcoming games, which is more than*can be 
aid for Nintendo! After purchasing the superb 
Blast Corps , I’m very much looking forward to 
getting Goldeneye. Or perhaps Extreme G. And I’ll 
have Lylat Wars (the game I bought my N64 for 
after seeing it half-finished on Sky around two 
years ago) to play in October! Who cares if 
intendo’s games are childish if they’re this good? 
iaham Wade, Neston 



Messrs Kimber and Trent in the acoustically perfect 

WONDERLAND THAT IS THE 64 MAGAZINE OFFICE. 


256K MEMORY CARD 
(choice of six colours): £9.99 

SFX Universal Adaptor: £14.99 

X-Tender joypad 
EXTENSION CABLE: £7.99 


S-VlDEO CABLE: £8.99 

Sterlo AV CABLE: £7.99 

AV/RGB SCART 
CONVERTER CABLE: £7.99 

NTSC SCART 

CONVERTER CABLE: £29.99 
RF UNIT: £14.99 


ri 





ehind the scenes at 64 Magazine, part 17: the 
reason game sound has been, we freely admit, 
der-explored in our reviews to date is simple - 
i have a job hearing it! 64 Magazine is produced in 
an open-plan office - to one side we have 
owerStation magazine, where up to three 
\ PlayStation games can be shrieking away at 
* once, accompanied by Paul Morgan’s awful Puff 
Daddy ’music’, and on the other side is Play 
gazine (another three PlayStations). The 
console division’s Big Telly™ is right by my desk 
as well, then we’ve got two radios, CD players built 
into five of our Apple Macs, passers-by chortling 
loudly... it’s amazing we can hear anything , to be 
honest! We will try to give more space to sound in 
future reviews, once we get our ears syringed. 


Nintendo Nirvana 

Dear 64 Magazine, 

There are certain things in life that feel undeniably 
right. 

Take music, for example. After listening to 
something so beautiful that it touches your soul, 
you switch it off to hear your neighbour playing the 
fifth manufactured boy/girl act to hit it big this 
week. You wonder if this music touches them in the 
same way. 

Or the world of film, just because there are no 
computer-generated effects or the budget only has 
six digits as opposed to eight, does this justify the 
majority of British films failing at the box office? Big 
is not always beautiful, so take note Luc Besson and 
move on. 

What I am saying is people should rely more on 
their instincts rather than the safety of following the 
crowd. Don’t be fooled into thinking that just 
because something is popular then that makes it 
good. I am the only one of my friends who owns an 
N64. Do I care that there is a lack of games which 
makes me and my system a source of ridicule? Not 
at all. 

When Zelda 64 is released it will be worth ten of 
any game on any other system. Super Mario 64 
already is and Goldeneye is about to be. Patience is 
needed for those who own this machine. In reward 
you will be given games that will far exceed your 
expectations. Forgive me for sounding like 
Nintendo’s PR man, but this machine feels 
undeniably right. At least it does to me. 

David Kay, Hackbridge 

You could never work in PR - there’s far too much 
poetry in your soul. Alas. 

The Girlie Show 

Dear 64 Magazine, 

How many girls do you think like Nintendo? A lot? 
Well, why do I feel like I’m all alone? I buy three N64 
magazines, Nintendo Magazine, 64 Extreme and 
yours! On the letters pages there are never any 
letters from girls. Do you get many letters from girls, 
and if so why don’t you print them? 

1: What is the difference between Starfox and 
Lylat Wars ? 

2: What is wrong with FIFA 64? Why is it going so 
cheap? 

I’m very pleased with your magazine and I buy it 
every month. It is the only one worth the price! 

Amy Bacchus, Yateley 

Our readers’ survey last issue showed that we have 
a 4% female readership (it doesn’t sound like 
much, but it's at least twice as much as most 
console mags), which taking into account the 
number of people reading each issue, yadda yadda, 
means that there are at least 3,580 distaff 
Nintendo fans who read the mag. You are not 
alone! We’d print more letters from our female 
readers if they wrote more... Come on ladies, make 
your voices heard! Prove to the world that 
videogames aren't just a pastime for the lads! 

1: The name, and as Shakespeare noted, what's 
in that? 

2: It sucks! 




Letters 


Dear 64 Magazine, 

The results of your 
readers’ survey last 
issue made for very interesting 
reading. Being relatively new to the 
console scene I was astonished by 
the proportion of 10-15 Y ear olds who 
read your magazine and therefore 
own an N64 .1 suppose I should have 
realised this while trawling through 
the other mags, most of which are 
biased, terribly presented and full of 
condescending rubbish.Yours, on the 
other hand, presents us with an 
excellent combination of features that 
in my innocence I had assumed was a 
reflection of a mature marketplace. 

Your pie chart answers many of my 
questions, such as why do truly 
awful games like Mortal Kombat 
Trilogy (ketchup!) or FIFA continue to 
survive? Or how a supposedly 
dynamic industry can allow the dire 


Cruis'n USA to fl 
the 'first racer’ 
flag for such a 
fantastic machine? 

The sad fact is that a major 
proportion of games developers are 
ignoring an enormous potential 
demographic. Those of us who cut 
our gaming teeth trying to land on 
Lave or shuffling around for hours in 
AticAtac have grown up alongside 
computer games and witnessed the 
most incredible things. What we 
expect from our fantastic plastic is 
the imagination, passion and 
immersion of yesteryear, yet only a 
few N64 games can offer this. We 
should thank our lucky stars for the 
likes of Rare, for without them our 
diminutive catalogue would look 
shockingly like that of the 
PlayStation with only one worthy 
game for every other fifteen. 


Hence the gaming 
market has 
virtually stopped 
growing upwards and 
is now expanding sideways. More 
grand ideas are needed to stretch the 
technology and there are a lot of us 
waiting to see it happen again. The 
incredible Super Mario 64, Lylat Wars 
and Pilotwings prove that ’sequels’ 
are valuable if treated with respect. 
Combined with Blast Corps, 
Goldeneye and Zelda , we face a 
blazing future, one where the N64 is 
truly the only option. 

So to all your ’newer’ readers I say 
welcome aboard this brilliant 
magazine and the machine it 
represents, and have a great time, 
but be careful with your cash or in 
ten years’ time you’ll be writing very 
similar letters to 256 Magazine ... 
Adam Taylor, Leicester 


For the benefit of our 
readers who don’t have 
faces like prunes. Lave 
was a planet in Elite, an 8-bit space 
trading game, and Atic Atac was a 
game on the ZX Spectrum. Which 
was an early home computer. I'll get 
me coat. 

It's unfair to blame younger 
gamers for crap games - big-name 
licences make attractive choices for 
people who don’t read magazines or 
are buying games for somebody else 
(the so-called ’granny money') as 
presents. The quality of N64 games 
is definitely on the rise, though - 
only one game reviewed this issue 
scores below 80%, and as 
mentioned in the reply to an earlier 
letter, 64 Magazine does not consider 
80% to be ’average’. With cart prices 
coming down for Christmas, the N64 
is, as you say, the only option! 



© 
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Total Fox-up 

Dear 64 Magazine, 

In issue four you urged Nintendo to call the newly 
named Lylat Wars ’Fox Force Five'... why? There are 
only four main characters - Fox, Peppy, Slippy and 
Falco. Who’s the fifth? The user? I was prepared to 
ignore this little misprint until in issue five, in your 
Starfox guide, you told your readers that when you 
kill Andross’s brain that, and I quote, “The Arwing 
will be thrown clear of Venom only to enter a space 
station where Fox will find his father". Wrong! He 
dies! What’s the matter? Are you afraid of the word? 
I’ve got a japanese version of the game and I can 
tell what happens, why can’t you? His father 
disappears at the end, for Christ’s sake. 

Oh... and why do you insist on calling that little 
box of joy the ’Rumble Pak’ - it’s a jolting Pak. I call 
it a jolting Pak, my importer calls it a jolting Pak, 
everyone I know calls it a jolting Pak. There’s only 
you who calls it a Rumble Pak, it sounds ridiculous. 


On Starfox when you crash does it rumble or jolt ? 
When you fire your gun on Goldeneye does it rumble 
or jolt ? I think I’ve made my point. Apart from these 
minor discrepancies, your mag is superb. Keep up 
the good work. 
jASON Wheatley, Shildon 

I was tempted to put this in Memory Card Losers, 
but I decided to be generous because of the praise 
at the end. Points! In order! Addressed! Go! 

Didn't get pop culture reference alert! I guess 
you haven't seen Pulp Fiction. Anyway, there’s the 
robot bloke in the Great Fox - doesn't he count? 

Our Foxmaster, Stuart Wynne, reckons that Fox's 
dad doesn't die, he just disappears. So Fox finds 
him, then loses him again. So we're right. 

As we are about the Rumble Pak. In japan it's 
called the jolt (no ’ing’) Pak, but everywhere else, 
including Britain, It's the Rumble Pak. After issue 
two, Nintendo actually rang us up and told us never 



to speak of it as the jolt Pak again, and they ought 
to know what it’s called! 

Narky Mark 

Dear 64 Magazine, 

I would like to take this opportunity to write to you. 

I have read the mag since issue one, and I find it a 
very good read. But some things that I find 
annoying, as with every other N64 mag, are the 
review sections. I am particularly displeased with 
reviews of games like Doom, Mortal Kombat and 
Mario Kart. The reason? Well, all reviewers seem to 
review the game on its merits from other 
formats/releases. I for one have never owned a PC, 
so I have never played Doom. I have also never been 
into beat-’em-ups. So based on review scores in the 
mags I would not buy these games, with the 
exception of Doom. But with games like Killer 
Instinct Gold and Mortal Kombat Trilogy which got 
fairly low marks, I think twice about buying. A big 
mistake, because on buying KIG I found the game to 
be extremely good, probably because I had never 
played this kind of game before. Therefore couldn’t 
you introduce a scoring system in two parts? Marks 
for the game as a game which has already been 
released on the SNES or other systems for gamers 
who already own copies of the game, plus marks 
based on a new 64-bit title which a lot of gamers, 
like me, are playing for the first time. So a game like 
KIG may get a score of 75% based on its previous 
releases, but it could in my opinion score as high as 
92% based on a new release. 

And why do most mags slag off 2-D games like Go! 
Go! Troublemakers, saying that the game is not what 
a 3-D machine needs? So a game like Troublemakers 
gets a low 80% score on this merit. Yet when Yoshi’s 
Story (a 2-D title) gets released those same reviewers 
will award it around 90-97%. Not too much bias 
going on! 

Also, why do you print cheats and 
solutions to games so soon after release? 
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Letters 
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Couldn't you hold back a few more months. I nearly 
always find myself tearing the tips pages out of 
mags, so I am not tempted into using them. 

P Jarman, Reading 

Drawing an analogy, if you'd never driven a car 
before getting into a Lada, that would 
automatically make it the best car you'd ever 
driven. But wouldn't you still want to find out about 
other cars before buying? 

Being insular about a console is one thing, but 
living in denial is another. The fact is that, certainly 
as far as beat-'em-ups go, the N64 is still a ^ 
long way behind other formats. Awarding Kl 
Gold a 92% rating on the basis that it* the 
best fighting game on the N64 is madness 
(imagine giving FIFA 92% when it first came out 
for similar reasons) - where do you go from there ^ 
when something better appears? 

This leads neatly on to your other comment 
about Troublemakers. Saying an 80% score is Mow' 
just shows how much the whole percentage 
scoring system has been debased - an ‘average’ 


percentage, which by definition should be 50%, 
has over the years come to mean 80%. Not here, it 
doesn’t! Our scoring system is harder on games 
than any other magazine, and if you’re spending 
£60 on a cart, you need to be certain that a good 
game really is a good game, and not just an 
'average' 8o%er. 

We print tips and solutions as soon as we get 
them because if we wait, someone else’ll do ’em 
first and fickle people (not like all of you, of 
course) will buy their tatty rag instead. Rather than 
ripping out pages, you could try just using a little 
bit of Sellotape to hold them shut until you really 
need them. Resist temptation, grasshopper! 

No Small Talk, 

Just Questions 

Dear 64 Magazine, 

1: I’ve heard Dead Or Alive is coming to the 

4. but I’ve seen no N64 shots. Could you 
please tell me, is it coming to N64 or 
not? 

2 :1 liked the Rare Groove bit on 
Goldeneye and the review. There are 
specially designed levels in multi¬ 
player mode, but can you use 
the other levels from one- 
player mode as well? 



• N 


* 




poster sometime in the next couple of issues 
please, like Tekken , Street Fighter EX or Dead Or . 
Alive. 

7 :1 owned a US copy of Doom and it was far too 
dark, so I had to brighten the telly up. Will it be the 
same for the UK version? 

Ian Sewell, Liverpool 

1: It might be - Acclaim are negotiating with Tecmo, 
but nothing's been confirmed yet. 

2: The multi-player levels are, for the most part, 
cut-down versions of the one-player levels. Once 
you complete certain levels in the one-player 
game, they become available for deathmatches as 
well. 

3: In an ideal world, we'd have at least four 
pages of cheats per issue. But when there aren’t 
enough new cheats to fill two pages, never mind 
four, this causes a minor problem... 

4: Dunno. Namco have overcome their long¬ 
standing enmity with Nintendo to announce some 
N64 games, but Tekken isn't yet on their list. 

5: We may well do that. Watch this space. 

6: See above! 

7: Doom is dark wherever it comes from. ^ 
You can increase the brightness in the game f yX . ] 
itself, but even then it's still well gloomy! \jKy 


You can send letters the old-fashioned way to 

When I’m 64, 

64 Magazine, Paragon Publishing, 
Paragon House, St Peter’s Road, 
Bournemouth BHi 2JS 

or you can e-mail us at 

64mag@poragon.co.uk. 

All letter* are read, but arete afraid we cant enter Into personal 
correspondence. So no SAt*. and dont get snotty If we dont reptyt 


Back By Popular Demand... 


MEMORY CARD LOSERS! 


Like shooting fish in a barrel! Memory Card Losers 
turned out to be a popular item when we introduced 
it in issue 5, so from now on wastes of a good 
stamp will be given the full treatment on a regular 
basis. All letters are printed verbatim for extra 
comedy effect. Send us a lousy letter and win 
absolutely nothing! 

Dear N64 Magazine, 

Please can I have a memory card, I’ve enclosed a 
fiver, “mum’s the word". 

Kristoffer Tnorjornsen, Kirkcaldy 

Point one - there was no money, which is sort of a 
prerequisite for bribery. Point two - you sent your 
letter to the wrong magazine. Duh! 

Dear 64 magazine I am writing to tell you that I love 
your magazine and I am congratulating on your 
great prestiontashon. 


Although you never put in any proper solutions in 
because your to busy saying “this games rubbish" 
to every game you play (so that’s where quarter 
page reviews come from). 

Lets see which magazines has a lousy solution 
two magazine’s that survived a decent solution. So 
what I am trying to say is try a little harder and if 
this doesn’t get star letter I will personally wreck 
your house with a large wrecking ball. 

Ville Baillie, Rickmansworth 

What the bloody hell are you on about? Speak English! 

Dear 64 Magazine, 

I am writing this letter to give you information which 
will boost your lead of first place even further 
(magazine sales) in front. What I want to say is 
about your cover, if you look back at issue 2, your 
magazine among three others had the exact same 
thing on the cover, which was Starfox 64. However 


one clever magazine had a different cover which 
was 64 Extreme , they had used their brain because 
more people would go for a magazine which was 
different. I know I wouldn’t buy four magazines with 
the same thing on front. So in future I think you 
should put something that you think would be 
different. For example: if there was news about a 
new game coming out don’t put that game on the 
cover because it would be on all the magazines. Just 
be more origonal in future. 

Simran Bedi, Southall 

PS: A simular letter has been posted to the three 

other mags who made the same mistake. 

Ooh, ooh, we bow to your superior knowledge of 
magazine publishing, Simran. Instead of Starfox , 
obviously we should have put NBA Hangtime or 
Doraemon on the cover of issue two so that we’d be 
different, and stand out on the shelves, and not sell 
a single copy. Big games sell mags, I'm afraid... 
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THE FASTEST MOST POWERFUL GAMES CONSOLE ON EARTH 








OPENING NOVEMBER29m 





PRICE! CHOICI 


THESE HAVE MADE 
ORDER SUPPLII 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 



THE WORLD'S MOST POWERFUL 
M64 ONLY: --^sXONSOLES AT BRITAIN'S 
£131.99 Lowes* pr, ^es! 

PRICE* INCLUDE FREE 48hr DELIVERY TO MOST AREAS IN THE UK 

•SUUfCTTO STOCK 


UNBEATABLE SERVICE GUARANTEE All machines bought from Gameplay are fully 


guaranteed by Nintendo and we offer full after sales support. Unlike some of our competitors, 
we only sell official UK consoles backed up by genuine British warranties. If your machine 
develops a fault within the guarantee period, we are the ONLY mail order company who will 

COLLECT IT FROM YOUR DOOR AND REPLACE IT FREE OF CHARGE!! 


Nintendo 64 Console 
Nintendo 64 Console 
Nintendo 64 Console 
Nintendo 64 Console 
Nintendo 64 Console 
Nintendo 64 Console 
Nintendo 64 Console 
Nintendo 64 Console 


. .£131.99 

+ Mario Kart or Mario 64 _ £169.99 

+ LytotWars . £177.99 

+ FIFA 64 . .£149.99 

+ ISS 64 or DOOM . £179.99 

+ Goldeneye . .£169.99 

+ Turok . £1 79.99 

+ Wave Race or Blast Corps . .£169.99 


SAVE EVEN MORE WHEN YOU BUY TUB FOLLOWING AT THE 


_ SAME TIME AS A NEW NINTENDO 641 

Gamester/Mad Cat* Steering Wheel . £54.99 

Official Grey or Coloured Joypad . £22.99 


__fy Care 

1 MB Memory card.... . £10 99 

RGB S-VHS Scarf Cable . £6.99 

Carry Case . £11.99 

PIUS air £1.50 off every game bought at the 

SAME TIME AS YOUR BRAND NEW NINTENDO 64 II 

IN THE N64 CONSOLE PRICE SOOnII By THl TIMt YOU READ THIS OUR PRICES MAY BE EAR LOWER - PLEASE RING TO CONFIRM THEMlII 


UK NINTENDO 64 GAMES 



FIFA Soccer 64 



Killer Insfinct Gold 



Pilot Wings 64 



Blast Corps 



Shadows of the Empire Super Mario 64. 



Mario Kart 64 



Super Mario 64 



Starfox 64 (Lylat Wars) Turok Dinosaur Hunter 



Wave Race 64 




Doom 64 



Multi-Racing Champ 


£40.99 

£39.99 

£49.99 

£39.99 

£48.99 

£48.99 

.£44.99 

.£19.99 

.£49.99 

.£39.99 

.£49.99 


Blastcorps 
Bomberman 
Clavfighter 63 1/3 
Diddy Kong Racing 

DOOM. 

Extreme G . 

FI Pole Position 64 

FIFA Soccer 64 ..._ 

FIFA Road to the World Cup 

Goldeneye . 

Hexen . 


International Superstar Soccer 64 £48.99 


Killer Instinct Gold .£46.99 

Lylat Wars & Jolt Pack.£48.99 



Mario Kart 64 . £39.99 

Mischief Makers . £39.99 

Mortal Kombat Trilogy . £48.99 

Multi-Racing Championship . . .£46.99 

NBA Hangtime . £49.99 

NFL Quarterback Club '98 . £49.99 

Pilot Wings . £39.99 

Shadows of the Empire . £39.99 

Super Mario 64 . £39.99 

Robotron 64 . £49.99 

Top Gear Rally . £39.99 

Turok Dinosaur Hunter . £48.99 

Wave Race 64 . £39.99 

Wayne Gretzky's Hockey . £49.99 



SPECIAL OFFER!!! MARIO KART 64 & 
MAD KATZ STEERING WHEEL £ 104.99 


WE DO NOT CHARGE YOUR CREDIT CARD 
UNTIL YOUR ORDER IS DESPATCHED, SO YOU 
CAN RESERVE YOUR NEW RELEASES TODAYI 



SFX 64 UNIVERSAL 
GAME ADAPTOR 

Allows imported games to be 
played on UK N64 consoles 
and UK N64 games to be 
played on imported consoles 

£14.99 


Gameploy only »uppho* official UK product! All product! guaranteed by Gameploy and 


IMPORTED US NINTENDO 64 GAMES 

Aero Fighter Assault . £56.99 

ClayfigFter 63 1/3 
Cruisin' USA .... 

Dark Rift . 

DOOM 64 . 

Extreme G . 

FI Pole Position . . 

Goldeneye . 

Lamborghini 64 . . 


£56.99 
£49.99 
£54.99 
£56 99 
£56 99 
£56.99 
.£56.99 
.£56.99 

Nintendo or thair respective manufacturer* Gameplay >! Britain*! large*! mail 


Mace: The Dark Age . 

Mission Impossible . 

Multi-Racing Championship 

NBA Hangtime . 

San Francisco Rush . 

Star Fox 64 & Rumble Pack . 

Super Mario 64 . 

Tod Gear Rally . 

Wheel of Fortune . 


order supplier of computer gome! All right! reverved - 


. . .£56.99 
.. .£56.99 
.. .£57.99 
. . .£54.99 
.. .£56.99 
. . .£59.99 
. . .£54.99 
. . .£57.99 
. . .£56.99 

trodemork* recognised 
























































































































UALIfY! SERVICE! 


BRITAIN'S LARGEST MAIL 
F COMPUTER GAMES! 


0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT iM.n ■ $«i, <•■«) 

0113 234 0666 

CUSTOMER SERVICE i*..-™ 

email: GameplayUK@aol.com 


JOYPADS 


COMING SOON ON THE NINTENDO 64 





OFFICIAL 

NINTENDO JOYPAD 
The best quality joypad available 

£24.99 or £22.99 por 2 or more 


Banjo Kazoou 


Buggy Boogk 


F Zero 64 


Fist op the Flying Dragon 



OFFICIAL COLOURED JOYPADS 
Exactly the same as the grfy official 

RAO BUT AVAILABLE IN BLUE, GREEN, 
RID, BUCK, A YELLOW 
£24.99 or £22.99 for 2 or more 




Quake 


San Franqsco Rush 


Top Gear Rally 


LOGIC 3 TRIDENT PRO PAD 
Replica pad with independent 
Auto-ewe and Slow motion 

FEATURES, MEMORY CARO SLOT 
AND LED DISPLAY 

£21.99 


Nintendo VIRTUAL BOY 

Original RRP £ 199.99 NOW ONLY £39.99 

VIRTUAL BOY games all fust £12.99 each. Choose from: 

Mario Clash, Panic Bomber , Virtual Boy Golf ; Galactic PinballRed Alarm, 
Teleroboxer, Vertical Force & Wario Land 


2nd^ v )Cames 

Gamaplay hat just ttartad ttockmq 
pro ownad qamat in addition ta aur 
Haw qamat and «o Inland ta aaaara 
that Hate ara tka katt quality you 
aau flud anytvkar*. 

t. 

aaaura naarly-naur quality. 

✓ All 2nd Land qamat are 
nnarantaad far 3 montkt. 

✓ tatramely competitive priaaa 
for keyinq and tallinq. 

Ttiia it keiv you ean tall ua a qama: 
1. Yaar yam* mutt kt in Stilly KiW 
condition Wo cannot accept anytkinq 
with tarn or atainod manuala ar damaged 
boiet and tan mutt elaan tka cartidae 
kafaro tanainq it ta at. Ramamkar that 
all qamat ara tattad when ua receive 
tkom. If yaar qama daatn't work, we 
will not buy it and yon will kavo ta pay 
a £4.00 ekarqa ta qat it kaek. 

S. You matt rinq ut bafora tandiaa 
your qama ia at prieat far 2nd kand 
qamat can ckanqa qaita raanlarly. Yon 
will ka qivan an outhariaation numkar 
wkick will ka valid far tkraa day*. 

1. Van will racaiva a eradit far tka 
aqraad amount wkick you mcy uto 
aqaintt atkar qamat. aitkar now ar utad. 
■ If you would Ilka tq buy a 2nd kand 
qtmc, limply rinq taint for tka anrraat 
prica. If yaur choice It not in atack you 
may kaafc a copy and it will ka tool at 
taan at aaa become* available. 
Ramamkar wa do nat ekarqa ypar aard 
until yaur qama ic tanfl 

ALL PRICES LISTED IN THIS 
ADVERT ARE FOR NEW GAMES 
ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 


OTHER ACCESSORIES 



VRf 1 STEERING WHEEL 

TnUt ANALOGUE WMKEL 
WITH P*OG«AMMAOIE 
BUTTONS POn TMi ULTIMATt 
DtlVINO SIMULATION 
(NO PIDALS) 

£39.99 



Sharkpad Pro 64 

RB>UCA PAD WITH AUTO-RRf AND 
SLOW MOTION FEATURES AND 
MEMORY CARD SLOT. COOL 
SBE-THROUGH DESIGN. 

£24.99 or £21.99 for 2 or more 

SHARK ARCADE STICK 

AUCADE-STYII JOYSTICK 
with Auto-rioe ano 
Slow motion features 

PIUS MEMORY CARD SLOT. 
IlNTWCMANGCAMf JOYSTICK 

E34.99 

Joypad Extfndm Came - 1 .5m extpmsion 
had. Atmo*s to all contkolleks . £7.99 

Pack op 2 Extender Camjes .£12.99 

Official JOLT Rumbli Pack £12.99 
Shockwavi Fceoback Jolt Pack 

‘ £20.99 

0113 234 0444^ 

SALES HOTLINES 

OPEN SEVEN DAYS 
A WEEK 


I SAiff LIMtS OPEN: 

mON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am - 4pm 
_ JIBBIM EXCHANGE POLICY 

IF YO\j ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £4). WE WILL 

Swap it for another item (this 

OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)* 



4MB MIMOffY CAM) ■ 
20 iwn bkx*r mnw thb 256mb 
M cnnoenr caodI LED ostiay 


GAME KILLER 

PaOSD wmi OUATi 
lAItSl N64 CVWtS KHJONG 
Memo 64, IVJTVUNG&, Waw 
Raci. Mnoo lOun 64. Chubm 
USA. Shadows or thi Emtuu 
mo Kalw hsTKi Gold 
£24.99 




N64 MOUSE 
MATS 
Cmoom non 
Mamo, Maiio 
Ka»t 64, Wavi 
Raci. N64 looo 
on Mamo A 

Bows* B 

EACH £6.99 


RGB SCART Came - Lwkoves picture atc 

SOUND QUALITY WHEN COMJECTLO TO A SORT 

ru-UT on you* TV.£8.99 

S-VHS Scapt Came - Even hk>o quauty 
than the RGB Sort but requres SVHS 

compatbu TV ot VIDEO .£8.99 

Rpmcbmbstt RF Lead.£13.99 

Ht-Ft Audio Lead - Phono output lead to 

ALLOW YOU TO CONNECT THE hkNTENDO 64 TO 
Speakers fop amazing sound quauty€9.99 
Standard Carry Case.£13.99 


MAD KATZ 
STEERING WHEEL 

COMES COMPLETE WITH SEMI¬ 
AUTOMATIC GEARSHIFT AND FOOT 

pedals. Suitable for use with 
Mario Kart, Wave Race, etc. 

steering wheel! 

tPICIAL 

I!! 


Our favourite stei 

£57.99 




BUY A MAD 
| KATZ STEERING 
WHEEL 
AND GH £2 
OFF ANY 
DRIVING 



PSX - £123.9911 


0 



a 




i WHEEL 

Steering Wheel 
A foot pedals 
with working 
gearstick. Works 
on N64, PSX & 
Saturn. .£61.99 


TQP OSAR PRQ STttRltiG 

WHEEL 

Also with LCD 
display, 
programmable 
keys, ’* “* 

hold & 

cornering 

£66.99 



STATION 

AcumGou i .. C3I.W 

Command & CoNQUit...—.—£29.99 

Ccash Banokoot .. ...£38.99 

Fobmuia 1 '97.£38.99 

Intiinationai SurmtAt Soccta Poo.£35 99 

Micao Mac mini* 3. £28.99 

OoowoaiD: Ant's Ootssh--—£31.99 

Rag. Racib. £31.99 

Raut Com....£29.99 

Rtuotm Evu... .....£29.99 

Sola Biao* . £33.99 

Toma Baku ■ 7 £34.99 

VRaut...105 99 


on dip wm 
Ru AM 


Britain' % 
v op Riay 


AVON GAMfS 

I MUCSSt 


PLEASE IMG TO CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK I 
SOME GAMES MAY NOT HAYE SEEN RELEASED AT TIME OF PUBLICATION 


u MmmtOa L 

LAST ORDCR DATIS FOP CHRISTMAS: 
•V CREDIT CAPO - 1 5/1 2/97 

•V CASH/PO - SINO PY 1 1/1 2/97 
■V CHEQUE - SIND IV 4/12/97 
RlMAU CALL POR DtUVtRY 
CHARGES AFTER THESE DATtS AS 
DtUVtRY MAY STILL BE POSSIBLE. 


0 


ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CA$H (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION) 
SORRY. NO CASH ON DELIVERY 


0 

0 


cmaJnmTto u k main land we 

PRO^DE THE MffVBfr DELIVERY 
SERVICE AROUND 1 3 WORKING 
DAYS MAX ON STOCK ITEMS (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE) NEXTDAY 
DELIVERY FROM £4 ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK) 

1690'S OP TITLES AVAILABLE. 
V\f Ad S< STOCK GAMES & 
ACCESSORIES FOR SEGA SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOU* MONEY v>.n DIATELY BUT 
WITH GAME PLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL MOT BE 
DEBITED UMTIL YOUR ORDER 
IB DESPATCHED! 


out this order form ond post to: 

I GAMEPIAY, ENTERTAINMENT HOUSE, 
| CROSS CHANCB10R STRffT, LS6 2TG 


..Have you ordered before? Yis/ No 


Item description 


Price 


Postcode:. 

Ta:. 


..Signature: 

..Fax:. 


Optional limit chiou* oiabanci I* rou »« 

NkYWO at CHfOUt tUT DO NOT WONT TO WATT TOt IT TO 
CUA« n*AM ADO S2.00 HlltKX OWtit Cl MANIC* 

rouou. A mm at WNOiNd ** U * PJLP 

ObookmI NEXT DM DUMP eolnW UOOhy Iff 

Hu>RkaC IOO«o»*oth n *weu>« Uw TCtT AI 

up. nsopewiMwN^ TUIAL 


Cash ] Cheque □ Postal Order H Card □ 

G *0 No.□□□□□□□□□□□□□□□□□□ E»W.pAl*pCVDn toThtebO 


Cheques payable to ’Gameploy’ 

Priaaa correct e* Unw ol gomg «e amat. I * Of 


P64( 1 2) 


•YOUR STATUTOCY MOKTS AM NOT A.ff CTf O 










































































































































Our regular look ahead to the 
games everyone’s waiting for! 


Nintendo • Spring 1998 


The latest batch of shots from 

Zelda 64 are in, and they’re showing a 
game that’s looking so frighteningly 
impressive that you can’t help but 
think it’ll never be able to live up to it. 
Suiely Zelda 64 can’t be that good? 
Don’t bet on it! 

For the first time. Link can be seen 
riding his horse, as well as athletically 
dismounting it. It’s a good job that he’s 
got the services of the old nag. as the 
latest reports from japan claim that 
the game map is so large, it would 
take a full day - that’s a real life, 24 
hour day! - to get across it on foot. 


There are also days within the 
game itself, the sun rising and setting 
as play progresses. Areas which were 
safe in daylight spawn new dangers 
once the sun dips below the horizon, 
and it is rumoured that different days 
wilt also bring different weather 
conditions! 

Speaking of the horizon, it may just 
be an optical illusion, but take a 
closer look at some of the shots of 
Link on his horse. The horizon is 
clearly curved, just like the real world! 
Cool side-effect of depth cueing, or 
simulation of genuine physics? 






























64 sight 



The game world itself continues to moniker on the final game) can also 

expand. As well as the towns, woods be seen in the new shots - Link 

and fields already seen in past issues, himself, or rather a younger version of 
imposing mountain ranges have also him! This super-deformed sword- 


his magical ocarina (a sort 
of combination flute- 
bagpipey thing, which now 
also has time travelling 



put in an appearance. Will Link have swinger is the result of the elder Link 

to slog his way across the peaks, or is visiting a place called the ‘Tower of 

there a shortcut below the ground? Time’, which allows him to travel 

We won’t have to wait much longer to between his own childhood and the 

find out! present day in the course of defeating 

The biggest new feature in Zelda 64 the evil Gannon. 

(which, by the way, is looking Other snippets that have slipped 

increasingly unlikely to be called that out about Zelda 64 since we last 
- expect a Link's Awakening -style reported on it include the news that 

the Rumble Pak will be 
used in an imaginative 
way - although it will be 
possible to play the 
game without it. Rumble 
Pak users will get 
advance warning of the 
approach of certain large 
enemies by feeling the 
pounding of their 
footsteps! Some more of 
Link’s items can also be 
seen here, including 
bombs, a hammer and 



uses). Certain weapons 
(like the bow and arrow) can 
only be used by one age of 
Link. An amusing touch 
comes with the boomerang - 
if it misses its target, it 
comes back to Link as might 
be expected, but if he doesn’t 
catch it, it’ll hurt! Some shots 
here have ’widescreen’ 
borders - it looks like these 
are there to showcase 
cinematic cutscenes, which 
give the player a breather while 
the story is advanced. 

Zelda 64 will be on show at 
the Nintendo World show in 
japan at the end of November, 
and we're planning on being 
there to play it - we’ll keep you 
posted on what looks like it'll be 
the N64 ’s most awesome game 
to date! 
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yOSHI'S STORY 


Nintendo • 

December 12 (Japan) 

After months of postponements 

and evasiveness, Nintendo have at 
last set a release date for Yoshi’s 
Story- the biggest sidekick in 
showbiz since Hank from The Lorry 
Sanders Show will have his N64 debut 
in Japan on December 12, and we’ll be 
reviewing his latest adventure as soon 
as we can get our hands on it! 

As well as treating you to the shots 
we had last month but didn’t have the 
room to squeeze into the news, we’ve 
also had a completely new set of 
screenshots direct from Nintendo 
themselves, which show off the 






































game’s map and intro screens. The 
map takes the form of a pop-up 
storybook (hence the name), and 
there are apparently 24 stages spread 
over six very different worlds. This 
might not sound like many, but 
considering the amount of stuff that’s 
already been crammed in there, we 
don’t think there’ll be anything to 
worry about! 

It now seems that Mario, who in 
baby form was a constant companion 
for the numerous Yoshis in the 
original Super NES game, will not be 
putting in a showing in Yoshi’s Story. 
Considering what a complete pain it 
was having to look after the little git, 
we’re all in favour of this new 
development! 

New touches in the latest shots 
include an armada of flying Shy Guys 
(getting ready to bomb Yoshi from 
their bamboo helicopters with 
watermelons and bananas, by the 
look of things!), a world that looks 
uncannily like the set of The Magic 
Roundabout and a house made out of 
a giant pepper grinder! No doubt 
things will get even stranger in the 
final game. We can’t wait! 
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F-ZERO® 

Nintendo • Spring 1998 


Another batch of spanking new 

screenshots wend their way direct from 
Kyoto, Japan, into our hungry hands! 
Compared to Extreme G, reviewed this 
issue, FZero 64 still seems very 
sparse, but there’s a reason for that. 


Nintendo have taken the daring 
step, in these days of graphical 
overload and intense detail, to 
sacrifice the eye candy in order to 
keep the frame rate of the game as 
high as possible. The higher the frame 


rate (FZero 64 will, on NTSC 
machines, run at 60 frames per 
second, which is as fast as a TV can 
display the action!), the more precise 
the control, and the more a skilful 
player can get out of the game. 

Even effects which N64 gamers 
have come to take for granted have 
either been downgraded or removed 
altogether - although the tracks have 
anti-aliasing (the 'blurring'effect that 
smooths out the graphics), the 
antigrav sleds themselves do not, and 
even the relatively simple Gouraud 
shading effect seen on practically 
every other N64 game has been taken 
out! This can be seen in the close-ups 
of the sleds here - each panel of the 
vehicle is a flat block of colour, 
without any lighting effects. The end 
result is a game that, in some ways, 
looks like something from an Amiga or 
even a Super FX-enhanced game from 



the SNES - only much, much faster 
and smoother! 

If Nintendo can work out a way to 
put back the graphical enhancements 
and keep the speed at its current 
head-spinning levels, then expect 
them to appear in the final version, 
but don’t hold your breath. The 
original FZero on the Super NES was 
a game for hardcore racers, where the 
emphasis was on precision and 
control rather than flashy effects, and 
its pseudo-sequel seems to be 
heading the same way. 

With a huge field of competitors - 
all of whom can be seen on the track 
at once, unlike most games where the 
other racers are well spaced out - and 
tracks designed to test your reactions 
to the limit, F Zero 64 is going to be 
competing head-on with Extreme G for 
the speed freaks’ dosh. Who’ll win? 
Find out soon! 





REV LIMIT 


Seta • Spring 1998 


We haven’t done much on this oft- 

delayed game since our very first issue, 
mainly because producers Seta haven’t 
released much information on it! More 
details have appeared recently, though; 
Rev Limit will feature a championship 
game where winning races earns you 
money, which can be used to upgrade 



your car, or even buy something much faster! 

Like Top Gear Rally, reviewed this issue, the tracks have variable weather 
conditions, and the emphasis in Rev Limit seems very much to be on realism. The 
cars will behave realistically under heavy braking and acceleration, and also 
suffer appropriate damage when they crash. Unlike Top Gear Rally, it looks like 
you'll be able to write off your car if you slam it into a tree! 

You can see from the screenshots that Rev Limit is more of a full-on racer than 
the rally-oriented TGR, the cars blasting around a variety of circuits. At the 
moment, Seta are still working to make the game as fast as possible - Top Gear 
Rally showed that the N64 can easily handle detail and speed, so hopefully there 
shouldn’t be anything to worry about on that score. 

It’s still uncertain who will be releasing Rev Limit in the UK or America - there 
have been rumours that Nintendo will licence the game in the West, much as 
they did with Bomberman and Go! Go! Troublemakers, but nothing has been 
confirmed. We’ll be keeping our eyes on the road for more news as it happens! 
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It seems that Ocean have snapped up the UK 

rights to this bizarre platform game, where 
good control of your tongue is vital to succeed. 
Davey the chameleon’s amazing prehensile 
organ lets him grab enemies, climb walls, vault 
over gaps and even do a ‘tonguestand’! 

There is also a four-player game, where a 
quartet of chameleons battle it out with their 




altogether lighter 
approach to fighting, 
with plenty of bizarre 
moves to inflict upon 
their enemies. Normal 
characters can even 
take on super- 
deformed fighters for ^ 
a truly weird experience! 

Art Of Fighting Twin is due out in 
japan towards the end of this year - 
as yet nobody in the West has signed 
it up, but if it plays like the Neo-Geo 
games, then this probably won’t be 
too long in happening. 


NAGANO WINTER 
OLYMPICS ’98 


Konami • December 

We’ve strapped on our ski-boots 

and schuffed our way to the lodge 
to get a few more shots from 
Konami’s very promising winter 
sports sim. With the Games 
themselves now only a few months 
away, expect snow fever to build 
up fast! 




ART OF 
FIGHTING 
TWIN 


Culture Brain • December 


CHAMELEON 

\/l /1 Japan System Supply/ 

V V I I Ocean • December 


This beat-'em-up has a lot of 

potential - it’s the first 3-D incarnation 
of the popular (in Japan, at least) and 
long-running Art Of Fighting series 
from the Neo-Geo console. Art Of 
Fighting is considered by many beat- 
’em-up aficionados as a very close 


second (or better, by some) to the 
Street Fighter series, and considering 
the paucity of good fighters on the 
N64 to date, even a close second is a 
massive improvement! 

The most unusual thing about Art 
Of Fighting Twin is that there are two 
versions of each character (hence the 


‘twin’ bit). There are the normal, mean 
and moody, fighter versions, all of 
whom look very distinctively Japanese 
in design, and then there are the 
super-deformed versions with tittle 
bodies and huge heads! 

While the normal versions take 
combat very seriously, their super- 
deformed counterparts have an 


tongues until only one saliva-drenched reptile 

is left standing. For the full gross experience, the game is Rumble Pak compatible! 
Here are a few shots of the game - more soon! 
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Fnee I/24th Scale BBurago Fond Escort RS Cosworth Rally Car when you purchase Multi Racing 





Get in, belt up and shut up. 

This is about to become the time of 1 
your life as you hurtle across rickety l w 
log bridges and through waterfalls in 
one of a choice of eight on and off K2 
road vehicles designed specifically for W* 
all out fun and destruction. 1 
Compete against up to 19 other cars l 
fp all with diffenng levels of Artificial r 
Intelligence in the Grand Prix C 
mode and become the L 
Pll Multi Racing Champion. R 











free Car offer 



Models Hobbies 


Games 


Can! cjsi id a sid/s.' ry I I ✓ ) r fK)f\ r ) 
Call our ri bvj Mail ( ( [f I / ) -]/-)/ 

Order Department on J J / J —» J J > J * 

or simply /a/ through your enquiries on 0 J 442 2 -TJ 0 'J 0 


x / J ABERDEEN-01224 590956 

/ " ALTRINCHAM 0161928 4228 

t l # v AYLESBURY 01296 85752 

AYR-01292 282945 

, K1 , BANBURY-01295 253131 

lampionship on Nintendo 6 ^ Birmingham 0121 643 8604 

BLACKPOOL 01253 26461 

f _ BOSTON - 01205 311688 

I BRIGHTON - 01273 776626 

■ wnili.'l.na I BRISTOL - 0 11 79 260259 

•30 liMrF* l BROMLEY ; 81 313 1735 

M i BURY ST EDMUNDS 01284 761646 

m L I CARDIFF-01222 397645 

I CARLISLE-01228 590369 

1 CHELMSFORD-0I24S 493355 

l CLYDEBANK 0141952 7368 

1 COLCHESTER- 01206 766536 

J)) I CRAWLEY - 01293 523658 

07 1 CROYDON- 0181 688 1585 

1 CUMBERNAULD-01236 734297 

1 DERBY- 01332 207070 

\ DUDLEY- 01384 483386 

rj| I DUMFRIES - 01387 264884 

I EAST KILBRIDE - 01355 235586 

1 EASTLEIGH - 01703 269986 

GATESHEAD - 0191 461 0362 
fiUK \ GLASGOW- 0141 248 68*7 

I GUILDFORD-01483 440C66 

I HALIFAX - 01422 353986 

^ I HARROGATE-01423 564335 

1 HARROW 0181 427 f lT5 

_ 1 HEMEL HEMPSTEAD-01442 253691 

1 HIGH WYCOMBE - 01494 525177 
■JH pal VERSION I HOLBORN-0171 405 8592 

HTTP™ PAl Vt" HULL - 01482 223049 

—-KETTERING - 01536 SI2507 
y r offer availaDie while KILMARNOCK - 01563 520262 

- KINGSTON - 0181 549 5464 

LEEDS- 01132 456611 
LEICESTER- 01162 512697 
LEWISHAM 0181 852 0449 
LIVERPOOL 0151 709 0799 
LUTON 01582 36218 
MANCHESTER 0161 834 7780 
MIDDLESBROUGH - 01642 243736 
MILTON KEYNES - 01908 604464 
NEWBURY 01635 46004 
NEWCASTLE 0191 232 4161 
NEWCASTLE 0191 261 6432 
NORTHAMPTON 01604 27726 
NOTTINGHAM -01159 411693 
PERTH -01738 639450 
PORTSMOUTH -01705 823681 
READING - 01734 586899 
% m ROMFORD - 01706 724283 

■ ^ SHEFFIELD - 01142 757864 

■ ** SHEFFIELD -01142 568267 

SOUTHAMPTON - 01703 224843 

- SOUTHGATE - 0181 886 4258 

\ r \ r \ WATFORD- 01923 227563 

If \J J WEST EALING 0181 579 9959 

J ' I J WEST THURROCK-01708 890688 

f ^ I / WINCHESTER-01962 860188 

J f WOODLEY -01734 691730 

^ ^ VIRTUAL REALITY STORES: 

f i,\ CARDIFF -01222 641069 

JU CITY -0171-256 7210 


PAL VERSION 


available while stock* 
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Feature 


More plug-in things come our way 
in time for Christmas - hopefully 
there aren’t any turkeys! 


1 Mb Memory Cord 


£ 12.99 • Logic 3 • 
( 0181 ) 900 0024 


Trident Pro Pad 


£ 24.99 • Logic 3 • ( 0181 ) 900 0024 


The Trident's medallion-wearing bigger brother, the Trident Pro is 

identical apart from the addition of the usual programmable autofire and slo-mo 
functions. Slo-mo, in this case, is nothing more than a rapid-fire pause function, 
rather limiting its usefulness. 

The Trident Pro also offers a spectacularly useless gimmick - a little light that 
comes on to tell you that you have a memory card inserted. I usually find that 
the basic senses like sight and touch do just as 
good a job of this, but no doubt people 
fascinated by traffic lights will be 
impressed. 

This aside, the Trident Pro 
feels the same as its 
cheaper sibling, with a 


A fatter version of Logic 3’s 
256K card, this uses four 
switchable 256K banks, 
selected by a small button on 
the back. One problem, 
though - there’s no way to 
tell which bank you’re using. 
Doh! Good value, though. 

64 Magazine Rating: 




similarly gangly analogue 
stick and slightly spongy C 
buttons. Why can’t 
somebody make an N64 
controller that has C 
buttons designed for 
people with thumbs more 
than one micron wide? 

64 Magazine Rating: 




Action Replay 




GAD 


£ 49.99 • Datel • ( 01785 ) 810800 


Datel have a history of making plug-in cheat 

carts going way, way back to the days of the 
Commodore 64 (before some of our readers were 
even born!), and the new Action Replay cartridge for 
the N64 is their latest piece of inspired 
gadgetry. Like its predecessors on the 
Super NES, the Action Replay uses 
techno-boffinry to interfere with 
the data passing from a 
cartridge to the N64 in 
order to create special 
effects, from basic stuff 
like infinite lives to 
bizarre-o-scope weirdness 
like turning a game’s main 
character invisible! 

Unlike the older 
Replays, the N64 version no 
longer allows users to find 
their own codes with a ‘trainer’ 
mode. The basic cart comes with a 


number of cheats pre-installed (currently FIFA 64, 
Mortal Kombat Trilogy, Pilotwings, Shadows Of The 
Empire, Mario 64, Turok and Wave Race), and new 
codes provided by Datel themselves can also be 
entered and stored in the 



(We’ll be featuring Datel’s latest codes in Cheat 
Central from the next issue of 64 Magazine.) 

If entering codes manually isn’t your thing, the 
Action Replay also has a slot in its back for smart 
cards, which will automatically dump lists of new 
codes into the AR. 

The set of pre-programmed cheats all work - 
most of them are basic infinite 

lives/time/ammo codes, though the 
‘limbo Mario’ code is good for a laugh! 
Whether you need the Action Replay 
or not depends on whether you 
approve of cheating, though 
judging from the number of 
people who write in every month 
demanding “more cheats!" that’s 
probably most of you! 

64 Magazine Rating: 










Gizmos And Gadgets 


256K Memory Cord 


£6.99 • Logic 3 • 
(0181) 900 0024 

Yes, you read the price right - this is 
(currently) the cheapest memory 
card on the market, at just half 
the price of Nintendo's own 
Controller Pak. You can’t go 
wrong with this one! 

64 Magazine Rating: 



VIOS 


AND 


Trident Pod 

£19.99 • Logic 3 • (0181) 900 0024 

Looking more like something a Klingon would stab you with than a 

normal Nintendo pad, the inaptly-named Trident (two of the spikes are missing 
thanks to the Big N’s freely-flying writs) occupies the budget end of the 
controller spectrum. Offering absolutely no frills whatsoever, the unusually 
sharp-edged Trident offers no advantages over Nintendo’s own controllers apart 
from price. The controller feels pretty robust thanks to a metal (as opposed to 
plastic) shaft in the analogue stick, though it has 
rather a long throw compared to the 
Nintendo unit. One nice touch is the 
shape of the ‘mushroom’ on the 
analogue stick, which is 
concave rather than convex, 
slightly reducing the 
danger of slippage from a 
heavily sweating thumb. 

If you’re after an extra 
controller that isn’t going 
to hoover out your wallet, 
this might be the one for 
you. 

64 Magazine Rating: 4 Ns 






Top Gear 
Steering Wheel 

£69.99 • Logic 3 • (0181) 900 0024 

Steering wheels seem to be the in thing at the moment - the Top Gear is 

the third we’ve seen. Like Fire’s VRFi, reviewed last month, the Top Gear is a 
multi-format gadget, which can be used with a PlayStation, Saturn or N64. 

This multiple personality does mean that a certain amount of reprogramming 
will be needed before a session, as the N64 again ends up with inconveniently- 
preset buttons. Fortunately, configuring buttons only takes a couple of seconds - 
hold Select, press the button you want to use, then press the one that is 
currently assigned. Done! 

The actual wheel is nicely responsive, though it can take a little getting 
used to when you switch between games - it worked perfectly for 
Mario Kart and Diddy Kong Racing, but proved somewhat twitehy on 
Top Gear Rally (though, to be fair, TGR was just as hard to control 
whichever wheel we tried it with). The ‘dead spot’ caused by the 
self-centring mechanism isn't as large as on some other wheels, 
but the looseness of the wheel itself leads to unavoidable 
sawing when things get frisky. 

One annoyance is the inability to transfer the up/down 
analogue functions (initially assigned to the pedals) anywhere 
else - if you want to use the pedals for accelerate and brake, 
you lose the up/down movements! Some games let you use 
the d-pad instead (for example, to select menu options), 
but Diddy Kong Racing doesn’t - so if you use the pedals 
for acceleration, you can't change your vehicle! 

This lack of flexibility lets the Top Gear down, but it’s still 
a good wheel. You can find out how good for yourself 
by entering the competition on page 26 - Logic 3 have 
eight of the huge-suckered gizmos to give away! 

64 Magazine Rating: 
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Competition 


Win one of eight 

Top Gear 

steering wheels! 


You know the storv. You’re caning it down a twisty road at 
high speed, the competition hot on your tail, music blasting. 

Eighty, ninety, the wind's in your hair. Here comes a bend - who 
cares? Everything’s perfect. Except... where the steering wheel should 
be, you have a little plastic mushroom. Doh! Disbelief is unsuspended as 
you realise you’re not really driving a car at all, but are sitting at home in front 
of the telly with your N64. 

Well, now’s your chance to enter an unstoppable world of fantasy and get that full-on 
driving experience right in your own home, without having to nick someone's Cosworth and 
go doughnutting around a car park until the tyres pop. Logic 3 have eight of their Top Gear 
steering wheels to give away to lucky readers of 64 Magazine! 



J 


We’ve reviewed the Top Gear just a 
page or so back in this very issue, 
and are pleased to report that it’s a 
nice piece of kit. It even comes with 
its own padded steering wheel cover, 
if you want to recreate that authentic 
Professionals Ford Capri feel! To win 
one of the eight Top Gears that Logic 
3 are dishing out, all you have to do is 
answer this set of simple car-related 
questions! 


THE 


u 



WHEEC 


1: What kind of car did the 
Dukes of Hazzard drive? 

A: Dodge Charger 
B: Daihatsu Move 
C: Morris Marina 

2: What TV programme shares 
A NAME WITH LOGIC 3’S 
STEERING WHEEL? 

A: Top Gear 
B: Frasier 
C: Two Fat Ladies 

3: Which part of a car do you 

USE TO STEER? 

A: Wheel 

B: Cigarette lighter 
2 C: Dipstick 


That wasn’t too hard, was it? Send 

YOUR ANSWERS TO: 

Top Gear Compo 

64 Magazine 
Paragon House 
St Peter’s Road 
Bournemouth BH1 2JS 

to arrive before December 4. The first 
eight correct answers drawn from the 
box by the filing cabinet will each receive 
a Top Gear steering wheel! 


If you don’t win, you can still get hold of a 
Top Gear the normal way through Logic 3 

THEMSELVES, AND ARRANGING FOR THE TRANSFER 
OF £69.99 THEIR WAY. GIVE THEM A CALL ON 
(0181) 900 0024! 


THING! 






REVIEWS 


The Awards 


gh Diddy Kong Racing 

Everybody get ready to go ape with Rare's 
chunky new racer! 


> 


© Misci 

Now that it's in English, does Go! 
Go! Troublemakers make any more sense? 


What does the overall score mean? Unlike many 
magazines, where an ‘average’ game can still 
achieve 80%, 64 Magazine is stricter in awarding 
scores. Here’s how we rate things: 


0NFLC 


Bad luck with the commentator 
(see Showcase), but nicely done 
with the graphics! 

© Baku Bomberman 

Bomberman pumps himself up and 
enters the third 
dimension - but 
is the game a 
bomb? 

A 


Club 


© Duke Nukem 64 

Can an old-style sprite-based shooter still cut 
the throat after Goldeneye ? 


/pv Top Gear Rally 

\iSr Forget Multi Racing Championship - skidding 
around in a Porsche is the only way to race! 


© Extreme G 

Chemical substances not required for this 
particular dose of speed! 


L 


utvm 


HT0S9RB 


95%+ 

Guaranteed steroid free! Winners of the Gold 

Medal are those rare titles that every N64 ^ 

owner should buy. We are going to be very 

selective about who gets these... 

90%-94% \ 

While not quite an essential purchase, any jd 

1 game that receives our Sizzler award should 
definitely be in the running for your readies, 

80%-89% 

Either the low end of excellence or the top 
end of great, depending how you look at it. Games in 
this range are worth investigating, especially for fans 
of the game’s genre. 

t '0%-79% 

>proaching Planet Dubious; games that end up here 
e either good but flawed, or average but redeemed 
y clever features. Think carefully before buying. 

M)%-59% 

Veil average. Any game that lands in this area will 
lave little special to offer you, the game-starved 
punter. Think very carefully before buying. 

20%-39% 

The Dead Zone! Anything that can only scrape this 
kind of score should be left on the shelf to rot. 

Below 20% 

We can only hope that nothing this dire is ever 
released. If anything scores below 20%, it’ll be a 
black day for N64 gaming! 


The Ratings 

Dog’s bollocks or dog do? We judge each 
N64 game on the following criteria: 
graphics, sound, gameplay and challenge. 

if* if* if* if* if* 

Could this category 

I BE ANY BETTER? 

If* If* If* If* 

Very good, but 

NOT PERFECT. 


If* If* If* 

Does the job, but 

NOTHING SPECIAL. 


® Mace: The Dark Age 

Men with big swords and women with big 
cleavages - it's another new beat-'em-up! 


Definitely below 
par. Watch out. 


Absolutely 
pathetic! 1 
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1 Publisher: 

Nintendo Gome Type: 

Adventure/racer 

Releose Dote: 

December 1 

1 Developer: 

Rare Origin: 

UK 

Price: 

£49.99' 



One or the vital silver coins is arout 

TO DISAPPEAR UNDER TlPTUP'S WHEELS. 


Nintendo’s own games obsolete. 
Goodbye, Wave Race. Sayonara, Mario 
Kart. The latest game from British 
coders Rare, producers of the awesome 
Goldeneye, not only offers road and 
water-based racing, but throws in aerial 
antics and Mario -style adventure 
aspects just for additional kicks. 


KONG 


Time to make a 
monkey of yourself! 


© It must be a real problem 

being Nintendo at times. 

What do you do when the 
quality of the games you release is so 
high that they’re effectively competing 
with each other? 

I only bring this up because Diddy 
Kong Racing all but makes two of 




























Chimps And Chumps 

There arc cignt different racers to choose from in Diddy Kong 

WOULD YOU FEEL SAFE BEING DRIVEN AROUND BY THIS LOT? 


So, what's the crack? What makes 
Diddy Kong Racing (or DKR to its 
friends) so much better than the 
aforementioned not-bad-at-all duo? It 
certainly looks at first glance like a 
typical Nintendo game - lots of bright 
colours, cutesy touches and sugar- 
sweet characters that diabetics ought 
to be wary of approaching too closely. 
Even when you start playing it, it 
doesn’t at first seem to offer anything 
much over Mario Kart 64 - apart from 
the adventure side of things, 


familiar with Mario Kart you’ll be able 
to get straight into DKR. A couple of 
tries and you’ll take the chequered flag 
with no problems. It’s even got the 
extreme easiness of Mario Kart % right? 

Ha! Wrong, sucker! Beneath the 
day-glo grass and cuddly-wuddly 
wittle characters beats the brutal, 
steroid-pumped heart of a sadistic 
beast who eats raw liver and stamps 
on puppies for laughs. It’ll drop your 
preconceptions into a blender, run a 
chainsaw through your complacency 
and leave you a sweating, twitching 
wreck muttering darkly about coins 
while its jingles rattle around 
without remorse in your brain. 

I liked it. A lot. 

Dumping Around 

But back to the side of things that 
Nintendo want to present. The vividly- 
coloured world of Diddy Kong and 
friends has been invaded by the evil 
extraterrestrial Wizpig (can just one 


which we’ll come to in 
a moment, if you’re 


$64, ooo\* 
Question 

© Excellent control of vehicles 
© Plenty of tracks 
© Masses of secrets 
© High level of challenge 
© Music changes to match action 
© Surprisingly hard in places 


Diddy Kong Racing 


Evi«t RACE VICTORY IS REWARD!0 WITH ONE OF TAJ’S GOLDEN BALLOONS. WHICH GRANT YOU 
ACCESS TO NEW TRACKS. 


Picking up bananas increases your 

TOP SPEEO, AS WELL AS PROVIDING 
VALUABLE POTASSIUM. 


Yeah( Homing missiles rule! Eat this, 
you scumbag! 


Memory me*o«y. 
Options 

Controller Pan: 

\ \ Additional game 

saves, plus 

GHOST AND TIME 
TRIAL DATA 


person invade somewhere?), who has 
made his mark by kicking the locals 
out of their homes and generally 
causing trouble. Diddy and the rest of 
the gang decide to send Crackling Boy 
back whence he came by, erm, driving 
around in little cars. If only the 
problems of the real world could be 
solved by putting Clinton, Yeltsin, 
Saddam Hussein and the rest in go- 
karts, eh? 

At the start of the game, you 
appear in a large central area 
patrolled by friendly elephant genie 
Taj. As well as waterfalls, butterflies 
and squashable frogs that make an 
amusing noise when you run them 




I' M TimberP) 
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Boss: Dragon 


Access to Dragon Forest 

IS CUNNINGLY HIDDEN 
BEHIND A WATERFALL. 


Keep track of your 

CHAMPIONSHIP RACES ON 
THE TROPHY BOARD. 


This little outcrop houses the entrance to the 

TROPICAL PARADISE THAT IS SHERBERT ISLAND. 


Come To 
My Island 


This central area leads to all 

THE TRACKS IN DlDDY KONG 

Racing - let us show you some 

OF ITS FEATURES! 


The lighthouse serves no 

APPARENT FUNCTION - UNTIL 
YOU COMPLETE THE GAME... 




















































A PASSAGE RUNS BEHIND THESE 
TWO WATERFALLS, GIVING AN 
ALTERNATE ENTRANCE TO THE 
SNOWY AREA. 


Diddy 


r \ 

To get into Snowflake Valley, you 

NEED DA PLANE, BOSS, DA PLANE! 

I 


The entrance to 
Dino Domain, 

THE FIRST SET OF 
TRACKS, IS AT 
THE TOP OF THE 
BRIDGE. 




- - 

Taj the genie can 

BE FOUND 
BUMBLING AROUND 
AIMLESSLY ON THIS 
GRASSY PATCH. 


Boss: Triceratops 


Wizpig’s mug glares out over the 

CENTRAL AREA. To CHALLENGE HIM, 
YOU HAVE TO OPEN HIS MOUTH AND 
FLY DOWN HIS THROAT! 
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99 Red 

Balloons 



So sang Nina, probably 
German's only 

INTERNATIONAL POP 
'SUCCESS', WAY BACK WHEN 
PEOPLE WERE WORRIED 
ABOUT NUCLEAR WAR AND 
WOMEN WITH HAIRY ARMPITS 
WERE CONSIDERED SOCIALLY 
ACCEPTABLE. TIMES HAVE 
CHANGED, HOWEVER - YOU'RE 
NO LONGER LIMITED TO JUST 
THE ONE COLOUR, AND THERE’S 
MORE IN THE MODERN LATEX 
BAG THAN HELIUM! 



Red 



The colour of 

DANGER, WHICH 
ISN'T SURPRISING WHEN YOU 
REALISE THERE’S A MISSILE INSIDE. 



Blue 

Instead of 
HELIUM, THESE 
HAVE SOME 
NITROUS OXIDE TO 
GIVE YOUR ENGINE 
A TURBO BOOST! 


Green 


The colour 

USUALLY MEANS 
'GO', BUT IN DKR 
IT MEANS 'STOP'! 

Drop obstacles 

YOUR WAKE WITH 
THESE FELLAS. 





3 



Yellow 

The traditional 

HUE OF COWARDICE, 
THIS BALLOON LETS 
YOU TREMBLE 
BEHIND AN 
INPENETRABLE 
SHIELD! 


Rainbow 

And not a sign of 
Zippy, but instead 

SEVERAL MAGNETS 
WHICH HAUL YOU 
CLOSER TO YOUR 
OPPONENTS! 




Once you've beaten a world, you can 

RACE THE TRACKS IN DIFFERENT VEHICLES. 





battlegrounds for the 'silver coin 
challenge’, where as well as racing 
against and beating seven skilled and 
callous opponents, you also have to 
collect eight silver coins that have 
been scattered around the track. 

Some of them are easy to reach. Most, 
you probably won't be surprised to 
learn, are not. 

Ape’s Hit! 

It’s at this point when any snide 
comparisons with the overly-easy 
Mario Kart start to look positively 
embarrassing, never mind unjustified. 


Once you’ve finally managed to 
complete all four silver coin 
challenges in a world, you face the 
boss again for another race. This 
time, cheating reaches new heights, 
not that the bosses are models of 
probity to begin with! Victory is 
finally rewarded with a quarter of a 
magical amulet that turns part of the 
huge Wizpig statue in the central 
arena to flesh (eeurgh), and at that 
point you start looking for the heart 
pills, because you’ve still got another 
three of the bloody things to get 
hold of... 


Everything about Diddy Kong Racing 


over (they pop back up after a few 
seconds, animal lovers), there are 
entrances to four 'worlds’ - Dino 
Domain, Snowflake Mountain, 
Sherbert Valley and Dragon Forest. To 
start with, only the first of these is 
accessible - you need to collect a 
certain number of golden balloons to 
enter, the first of which is 
conveniently located by the door. 

Each world has four tracks, plus a 
battle game and a boss challenge 
which are both initially locked. 

Victory in each race gains you 
another balloon, and once you’ve 
beaten all the tracks in a world, you 
are taken to the boss's arena and 
challenged to a race. Beat the boss 
and you’ve beaten that world, right? 

Ha! Wrong again! Beating a boss 
for the first time - not an easy task 
in itself - merely opens up a new 
challenge. The tracks that you’ve 
previously beaten now become the 


Grabbing all eight coins and winning 
the race is the kind of task that leaves 
you with chest pains and tormented 
tendons ripping through your knuckles 
like steel springs. Each of the three 
vehicles in the game - kart, hovercraft 
and plane - has very different 
handling characteristics, but you’ll 
need to master all of them to have any 
hope of getting through the game. 



c^SP 


Ring a bell in the castle and you can 

RAISE THE DRAWBRIDGE, FORCING PEOPLE 
BEHIND YOU TO FALL INTO THE MOAT! 


Eventually, you will manage to 
collect all four amulet pieces, at which 
point you can fly your little plane 
down the gullet of the giant porker 
statue and challenge Wizpig himself 
to a duel. Beat him - and if you 
thought the other bosses were tricky 
sods, they look like Martin Lewis in 
comparison to Pork Boy - and the 
game is over. Or is it? 





































Diddy Kong Racing 



Of course it’s not! Various’parts of 
the central arena which previously 
seemed to serve no purpose now 
reveal themselves - there’s more to 
that lighthouse than meets the eye, 
for a start. Second time around, you 
have an extra set of tracks to conquer 
on Wizpig’s home turf, new bosses, 
new battle tracks, secret characters to 
uncover (like Foghorn Leghorn 
lookalike Drumstick)... and there’s still 
more to find after that! 

Making ATT 
Of Himself 

As well as the ’straightforward’ 
adventure game, there are other 
things to do in DKR. Wandering 
around the central area of each world 
is TT, an animated stopwatch (fine, 
uh-huh) who can be used to play the 
Time Trial part of the game, and also 
save ghost data out to a Controller 
Pak. TT also has his own quartered 
amulet and challenge to uncover... 


is perfect... 


The battle tracks - each world 
contains one - are opened by finding 


a key hidden somewhere in each 
world. Dino Domain’s key is easy 
enough to locate, on a ramp near the 
start of the very first track, but the 
others are tucked away in more hard- 
to-reach places. Luckily, you only have 
to get the key to unlock the battle 
tracks - you don’t have to go miles 
out of your way, uncover a tiny 
cubbyhole in the foot of a cliff out at 
sea and then win the race! Unlike 
Mario Kart , the battle games are not 
all just simple chase-’n’-shoot 
tomfoolery, one of them requiring you 
to hatch dinosaur eggs by bringing 
them to a nest (though with four 
players and only three eggs at a time, 
thievery and brutal assaults are a 
given), and another involving the 
collection of valuable bananas - hey, 
the hero is the game is a monkey, 
after all! 

Although all of the battle tracks can 
be played by up to four people once 
they’ve been unlocked in the 
adventure, even as a solo game 
they're still as playable as the normal 
racetracks because the opposition 
have been granted a reasonable 
amount of intelligence. The computer- 
controlled players in DKR might not be 
up to Extreme G’s levels of calculated 




nastiness, but they’re not far behind, 
and they’re definitely several orders of 
brainpower higher than Mario Karfs 
magically accelerating dullards! 

When every task in a world has 
been completed, yet another option 
opens up - the Trophy Race. Each 
world has a room containing a trophy 
cabinet; drive into this and you get to 
take part in a Mario Kart-style 
championship game, playing for 
points. Winning the championships 
fills your trophy cabinets with more 
shiny things than Michael 
Schumacher’s dining room! 

Mario Kart, 
Schmario Kart 

Everything about Diddy Kong Racing 
is perfect. The vehicle controls are 
easy to get to grips with, but also 
allow more experienced players to 


pull off trick moves for maximum 
effect. The graphics may be cartoony, 
but they're incredibly detailed and 
without a hint of slowdown. Even the 
music fits, with chirpy tunes that are 
almost but not quite recognisable as 
familiar songs, which change tempo 
as the race progresses and alter 
subtly depending which character 
you’re playing! 

The weird thing about Diddy Kong 
Racing is that many people will be in 
danger of seeing nothing more than 
another cute, easy, kiddie Nintendo 
title, and won’t realise that beneath 
the saccharine exterior is a superbly 
playable and genuinely challenging 
game. A case in point comes from 
various 64 Magazine contributors, who 
on hearing that DKR had arrived all 
piled round the TV, watched for a few 
minutes, then wandered off muttering 



© 
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THE 
BOTTOM 



Plenty or choicc for sailoonopmuis in Whak Bay. I'o 00 thini for my holidays, except 

THE PLACE IS CRAWLINO WITH ANIMALS IN HOVERCRAFT. 


things like “It’s just Mario Kart again” 
“Very easy, isn’t it?” and “Crap!”. 
Funnily enough, these same people 
were trying to elbow each other aside 
and grab controllers once more of the 
game had been opened up and the 
battle tracks had been made 
available... 


Conker's Quest just being Mario 
clones is rapidly evaporating... While 
DKR is superficially similar to Mario 
Kart 64, just as Goldeneye could be 
said to be similar to Turok , it’s just so 
far ahead in terms of gameplay, 
design and challenge that it becomes 
increasingly hard to compare the two. 




Beneath the saccharine 
exterior is a superbly 

playable and challenging game 


company’s position as the producer of 
the best videogames in the world. Sony 
might have sold more machines, but as 
their rival’s games increase in quality 
and quantity, it looks certain that 1998 
will be the year Nintendo take control 
again - and a lot of that is down to a 
company out in the boonies of 
Warwickshire. After Britpop, Britprog! 

The only question now is which of 
Nintendo’s games will be number one 
at Christmas? Lylat Wors? Goldeneye ? 


Alternatives 


Mario Kart 64: Nintendo (£54.99) 
Reviewed: Issue 1,94% (yeah, right!) 
Extreme G: Acclaim (£59.99) 
Reviewed: Issue 7,91% 


Rating 


Graphics 




Diddy Kong 
Racing marks 
three stormers on 
the trot from Rare; Blast Corps , 
Goldeneye and now this. Any cynicism 
I had about Banjo Kazooie and 


Nintendo's N64 titles are getting 
harder and harder to find fault with, 
and Diddy Kong Racing confirms the 


Diddy Kong Racing ? They’re going 
to be competing with each other 
again! 




©P'u’iQMS 

©IFF 



2 nd opinion 

This game is about as 

MUCH FUN AS YOU CAN HAVE 
WITHOUT THE NEIGHBOURS 
BANGING ON THE WALLS TO COMPLAIN! 

After Goldcncye and this, can Rare 

DO ANYTHING BETTER? GUARANTEED TO 
BE THE NUMBER ONE AT CHRISTMAS, OR 

I'm a Martian! loz Cooper 


Audio 


Gameplay 

4^4^41 


YOU WANT TO WATCH YOURSELF, MATE. TT IS THE « 
YOURSELF IN A TIME TRIAL. 


N. ER, CLOCK TO TALK TO IF YOU WANT TO TEST 



lasting Challenge 


Overall 0/ 


Summing up: 


Pure condensed fun - the kind of 

THING THAT REMINDS YOU WHY YOU PLAY 
VIDEOGAMES! 























































Lylot Wars 

Including Rumble Pak 

Reader offert £54.99 4 play#r 

(In-store £59.99 SAVE £5) 

Take to the skies as Fox McCloud, in 
one of the most eagerly awaited space 
shoot-’em-ups ever. Includes the new 
vibrating Rumble Pak to let you ‘feel’ 
the action. 

Available now. 




GoldenEye 007 

Reader offert £44.99 



tlJM 


(In-store £49.99 SAVE £5) 

With 18 detailed missions, same 

4 player mode and enough guns and 
gadgets to keep even ‘Q’ happy, this 
game will leave you shaken and 
undoubtedly stirred. 

Rumble Pak compatible. 

Available on 7th November. 


FI Pole Position 64 

Reader offert £44.99 

(In-store £54.99 SAVE £10) 

With all the teams, drivers and tracks 
from the 1996/7 Formula 1 World 
Championship, life-like damage levels, 
pit stops, variable weather and race 
and car settings, this is one of the 
most realistic FI racing games ever. 
Available now 


Getting your hands on the latest 
games isn't a challenge at Comet. 



Try out all 3 consoles in our new Game Zone 


Lylat Wars! GoldenEye 007! FI Pole Position! We’ve got 
all the very latest games for Nintendo 64 at the new Game 
Zone at Comet. 

Our huge range of 
titles also includes 
all the latest ‘must 
have’ games for 
Sony Playstation and Sega Saturn. If you're after a console, 
we’ve set up all three machines side by side, loaded with 
the latest software, so you can compare the graphics and 
gameplay before you buy. With a wide choice of accessories, 
special offers and of course the lowest prices guaranteed, 
you've simply gotta come to Game Zone! 

For your nearest Comet store with Game Zone, phone 
free on 0500 425 425 







tRedeemable when you take this page in store. Offer ends 24.12.97. Information correct at time of going to press 16.10.97. Font supplied by FontasticOhttp://peop»e.Wiesbaden netsurfda/Tukita/xhtn 
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Publisher: GT Interactive Game Type: 3-D shoot-'em-up Release Date: November 

Developer: Eurocom Origin: UK Price: £59-99 



This is what it's all about - mowing 

DOWN DOZENS OF ENEMY GEEKS AND 
WATCHING THEM DIE SCREAMING! 


He’S CLEANED Up 

his act for the 
N64- has New 
Nukem still got 
what it TAKES? 


Software companies can be 

a weird lot at times. 
F'rinstance, GT Interactive all 
but thrust a copy of Duke Nukem 64 
down our throats for review. Just one 
small proviso - the demo cartridge 
had to go back to their offices the 
same day it arrived. Do what? 

The reason for this bungee¬ 
reviewing was that GT only had a few 
flash ROM cartridges (oversized 
rewritable carts costing about £150 a 
pop) and other people wanted to see 



DUKE 



to review Duke Nukem 64 it was. 
Luckily, I'd already played the PC and 
Mac versions quite a lot, so finding 
my way around wasn’t going to be too 
much of a problem. Other questions 
still had to be answered, though. How 
does the N64 version compare with 
the computer-based original? Have 
Nintendo’s puritan policies watered 
down the game? How does it compare 
to Goldeneye ? Can a game really be 
reviewed fairly in one day? How much 
wood could a woodchuck chuck if a 
woodchuck could chuck wood? 64 
Magazine is proud to present... 


Six And A Half 
Hours Of Nukem! 

9.20: Arrive in the office early. A jiffy 
bag with my name on it is waiting on 
reception. Ho yus! 

9.27: Apple Mac is booted up, N64 
plugged in, flash ROM banged into 
slot. Power on! 

Duke Nukem 64 has three modes of 
play. The most obvious is the one- 
player game, where Duke legs it 
around the levels killing everything in 
sight and blowing stuff up. Can’t 
argue with that. The second mode is 
the two-player co-operative mode, 
where a pair of Dukes leg it around 
the levels killing everything in sight 
and blowing stuff up, but watching 
each others’ backs in the process. The 
last mode is Dukematch, about which 
more later. 

9.28: Start playing. The first level, 
‘Hollywood Holocaust’, appears, and 
apart from a few minor graphical 
differences and the change of Duke’s 
line “Those bastards blew up my 
ride!** to something less ‘offensive’, it 
looks the same. Duke Nukem 64, like 
Hexen, employs the N64’s anti¬ 
aliasing talents to smooth (or ‘blur’, if 


[It's hard to avoid the feeling that this is all a little 


Memory h***™ 
Options CO NT«out« p.k: 

Save levels 

AND WEAPONS 




$64,000 

Question 

O Iasi and furious action 
O Mum PLAYER GAMES 
ODiaihmauh ano coopehativi 
MODES 

O New weapons bosses ano levels 

FOR NMj 

O Graphics same as ageing PC game 
• Some iirkiniss in splitscreen 

GAMES 

C Nintendo's censorship! 


it as well. Chah! We had to wait 
bloody weeks for Goldeneye to reach 
the office because some munter liked 
it so much they wouldn’t take it out of 
their N64. Let someone else suffer for 
a change! 

Still, 64 Magazine’s reputation for 
reliability was on the line, so one day 
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Some aliens have ietpacks. If they 

HAD ANY SENSE. THEY'D INVEST IN 
TICKETS OUT OF HERE INSTEAD! 
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The Dukematch game lets players choose a battle arena from any level of the game. 
Although it's fast and furious, it lacks the clarity of Goidihiyi. 







>ld hat 


you want to be picky) 2*0 sprites as 
they get closer, so that they don’t look 
like the Amazing Lego Man. Although 
Duke’s enemies do get somewhat 
fuzzy in close-up, the effect is still 
much better used than in Hexen. After 
Goldeneye's 3-D villains, though, it’s 
hard to avoid the feeling that this is 
all a little old hat. 

9.29: Shoot out a fan and drop to 
the road, where an alien geek is 
waiting on the roof of a crashed car. 
The default controls for Duke are 
similar to Turok, where the C buttons 
control movement and the analogue 
stick is used to turn and look up and 
down. After getting used to 
Goldeneye 's analogue movement, it 
takes a while to get to grips with this, 
but Turok veterans should have no 
problems. 

The alien is quickly blown away 
with the default weapon, Duke’s 
pistol, and a quick check behind the 
car reveals a medikit. Woo-hoo! 

9.30: The first of Nintendo’s bits of 
censorship appears - the cinema 
marquee on the street corner no 
longer has anything even vaguely 
dubious on it. Hmm. Anyway, onwards 
and upwards. 

9.33: The first 
B I fZ I fl extra weapon, 
HUMr the shotgun, is 


What, no dubious soft porn imagery? 


discovered in a room behind a counter 
that used to be lined with booze, and 
is now lined with, er, ice cream. The 
first of the harder enemies, a pig cop, 
also appears. Briefly. A couple of 
shotgun blasts later and all that’s left 
is a pile of blurry guts. The gore is still 
in there, but since it was ridiculously 
over the top to begin with it seems 
pretty much unchanged. As Doom 64 
was much gorier anyway, this doesn't 
come as a surprise. 

9.36: The soft porn movie on show 
in the cinema has been replaced by a 
nuclear explosion. Not that blasting 
the screen with the newly-found 
rocket launcher in order to reach a 
secret passage leaves much to view... 

944: The first level is completed 
when Duke smashes the destruct 
button at the end. So, how do things 
look so far? 


Nintendo may have taken out the 

HOOKERS, fHf BOO/I AND THE 
SWEARING, BUT DUKf NUKIM 0<* IS STtll 
THE PI ACE TO LOOK FOR OIGITISEO BIRDS, 
lr YOU'RE A SAD BIOKC. Er, WHY'S 
EVERYONE LOOKING Al Ml? 


|T‘B NOT AU SQUEAKY CLEAN. PRE-TEEN 
FRIENDLY ENTERTAINMENT - THANK GOD? 


“YOU SMOUIO TRY THIS SWEDISH BACK 
MASSAGER. IT'S REALLY COMFORTABLE.' 


A SEMI-NAKED YOUNG WOMAN IS TRAPPEO IN THE 
ALIEN HATCHERY WHAT'S A GRANITE*|AWf D (ANO 
LECHEROUS) NERO TO DO? 


Those pustulent green blobs oozing around on the floor are face-sucking slime beings 
Treat them as you would any other alien filth. 
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Duke Nukem 64 is certainly an 
accurate conversion as far as the level 
designs go, even accounting for 
Nintendo’s changes. Apart from one 
case on the second level, the 
alterations are cosmetic (turning 
bottles of booze into lemonade, that 
sort of thing). The controls are 
surprisingly well-organised 
considering the multitude of keys used 
on the PC game - as mentioned 
before, the C buttons control 
movement, and the D-pad is used to 
select weapons and special items. 
Using items requires you to take your 
left hand off the controller to push the 
L button, which is slightly clumsy, but 
probably the best way of doing things 
given the circumstances. It’s certainly 


Pistol 



“Simple, effective and easy to stuff in 

THE WAISTBAND OF MY JEANS. WHEN A CHICK 
ASKS IF THAT’S A GUN IN MY POCKET, I 
ALWAYS HAVE AN ANSWER." 


a damn sight better than Doom 64 *s 
controls, where to strafe to the left you 
had to let go of the analogue stick! 

9.45: Onto the next level. As 
mentioned last issue, the porn 
bookshop is now a gun shop, which is 
the first of the major changes, but the 
layout is the same as on the PC. 
However, bigger things are afoot - it’s 
quite a surprise to discover a Duke 
Burger franchise where the old bar 
used to stand, and the TV showing 
OJ’s low-speed chase in his Ford 
Bronco has gone as well. 

It’s good to see that although the 
change was obviously forced on the 
programmers by Nintendo (apparently 
bloody violence is fine, but alcoholic 
drinks are now a no-no), they took the 

The Gun 
Knows 

Duke without his guns is like 
Clint without his guns or, erm, 

Arnie without his GUNS - IT’S JUST 
NOT NATURAL. COME ON, DUKEY-BOY, 

TELL US THE DIFFERENT WAYS TO 
MAKE SOMEONE'S DAY! 


Shotgun 




4k, mJ 


SMGs 






“The thinking dude’s flesh-shredder. 

ESPECIALLY WHEN LOADED WITH EXPLOSIVE 

ammo. You're never refused entry to a 

BAR WITH ONE OF THESE IN YOUR HANDS. I 
DON’T LEAVE HOME WITHOUT IT." 


“Yeah, baby! The ideal weapon for the 

HARD MAN ABOUT TOWN. WITH ONE OF THESE 
PUPPIES BUCKING AWAY IN EACH HAND, IT'S 
LIKE SEX WITH 17 SUPERMODELS ALL AT 

once. Only longer." 


time to create a new area that fits in 
with the style of the game instead of 
just slapping new graphics onto the 
same walls. Duke can now commit 
carnage among the deep-fat fryers and 
answer any queries about milkshakes 
with a hail of automatic weapons fire! 

9.47: Blown away by a pig cop. 

Start the level again, and discover 
that there’s already a saved game on 
my memory card from the last time we 
had the Duke demo in the office. Doh! 

9.58: The other big change is the 
removal of the nightclub from the 
level. Although the layout is more or 
less identical, there are certainly no 
more strippers jiggling about. Chah! 

10.03: Another change crops up on 
the third level, where the PC game 
used to have a chapel. Alcohol and 
religious references are now on 
Nintendo’s D-list. No wonder Square 
went to the PlayStation! 

However, the replacement shows 
that the programmers have a sense of 
humour - at the end of a row of cells 
is a glass-walled enclosure, 
containing a well-known fictional 
serial killer with a taste for fava beans 
and nice chiante! 

10.16: A tunnel hidden behind a 
poster leads to a submarine and the 
end of the level. I just thought I’d 
mention it to save people the hours of 
frustration I had the first time I played 
the game on a PC... 

10.18: Killed by a new enemy, an 
octobrain. Bugger! 



The saves in Duke Nukem are a 
little annoying, as they only let you 
save at the end of a level. If you're 
killed just inches from the destruct 
button, then it’s tough luck - you’ve 
got to do the whole thing again. You 
do get a lot of different saves, though, 
so you can return to any level you feel 
like - and it’s better than Hexen , 
which used practically a whole 
Controller Pak for just one save... 

10.29: Start of a new level. ’Toxic 
Dump'. Lovely. I'm not that familiar 
with this level, so I die. 

10.36: Die again. 

10.41: And again. 

10.47: Aaaargh! 

Duke Nukem 64 isn't all just non¬ 
stop destruction (although that’s a fair 
bit of it) - there are plenty of puzzles 
to solve, and this level is where they 
start. Most puzzles involve switch¬ 
flipping, but some - like one on this 
level - require some lateral thinking. If 
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PlPEBOMBS 


.J 

"Okay, so it ain’t subtle, but who cares? 
There are times in a guy’s life when he 

JUST HAS TO CHUCK HIGH EXPLOSIVE AT 
PEOPLE ANO FRAG THEM. TAKES OUT WALLS, 

too. Cool." 


Grenade Launcher 

*v - ^ 

Vf 

r~T^Ti 

"Even a guy as tough as me can’t throw 
A GRENADE THE LENGTH OF A FOOTBALL FIELD. 

But with one of these, who needs to? Be 

CAREFUL YOU'RE NOT CAUGHT IN THE BLAST - 

it'll give you more than a tan, y’know?” 


Shrinker 


"Only a total sadist would get a kick 

OUT OF USING THIS LITTLE BABY - IT SHRINKS 
THE BAD GUYS TO RAT SIZE SO YOU CAN STEP 
ON ’EM. I USE IT WHENEVER I GET THE 
CHANCE..." 


you don’t have a jetpack, some rooms 
on Toxic Dump appear to be 
inaccessible. The clues are right there 
in front of you, though - barrels of 
toxic waste (and the corpses of your 
enemies, if they happen to land in the 
right place) are shunted around part 
of the level by a series of conveyor 
belts and mechanical grabbers. Just 
stand in the right place, and let the 
grabber do all the work for you! 

11.02: There’s a semi-naked woman 




"Switch the power cells on the shrinker 

AND IT DOES THE EXACT OPPOSITE - MAKES 
THE BAD GUYS BIGGER. SOUNDS POINTLESS, 
HUH? Not when their guts blow up FASTER 
THAN THE SKIN HOLDING 'EM!" 


Trip Mine 



"Not so much giving as losing head, hur 
hur! Stick one of these suckers on a 

WALL AND WAIT FOR SOME DIRTBAG TO BREAK 
THE LASER BEAM. NEXT THING THAT BREAKS 
IS THEIR FREAKIN’SKULL!" 



"The capo de capo of my little toyshop - 

ANY SCUMBAG HIT BY THIS CAN KISS THEIR 
MOLECULAR VALENCY GOODBYE*. CHARGE IT 
UP FOR THAT FULL-ON RADIATION VIBE. AND 
IT’S GOODNIGHT VIENNA!" 


Mighty 

Foot 


•HI 1 * ^ h ( 11 

"Yeah, so this ain’t a gun. What, you got 

A PROBLEM WITH THAT? YOU THINK IT’S A 
WUSS WEAPON? YOU DISSIN’ MY MlGHTY 

Foot? Just come here, asshole - see how 

WUSSY THIS FEELS!" 











Duke Nukem 



trapped in a pod of alien slime. On the 
PC, you ‘released’ her by putting her 
out of her misery. Nintendo owners 
have to be much more humanitarian - 
a quick tap of the B button will save 
that babe! 

11.16: Some levels require Duke to 
spend as much time underwater and 
in the air as on the ground. This is one 
of them, and Duke’s air supply and 
jetpack fuel are both in short supply! 

11.43: Where the bloody hell am I 
supposed to go now? Everything is 
dead, every switch has been thrown, 
and if I go through those big cogs I’ll 


be crushed, if my experiences on the 
last level are anything to go by. 

12.02: Still stuck. 

12.11: Ah hah hah! Now that’s 
fiendish! You still have to go through 
the cogs, it’s just a matter of being 
observant... 

Since Duke Nukem 64 is more or 
less identical to its PC ancestor, it also 
retains the same playability. 

Obstacles might hold you up for a 
while, but any frustration they cause 
is usually your own fault for not 
spotting the way past to begin with. 
For example, there is one section 
where you have to navigate a dark 
passage. A very dark passage. Since 
you can’t actually see anything and 
keep bumping into walls until you 
eventually muddle back to where you 
started, this can get very annoying... 
until with a mighty slap of the 
forehead, you suddenly remember 
that pair of night vision goggles you 


picked up ages ago which have been 
sitting around in your pocket ever 
since! A sign of good basic game 
design is when the only thing holding 
you up is your own lack of ability 
rather than the programmers being 
capricious and unfair, and Duke 
Nukem 64, while occasionally rubbing 
your nose in it on particularly tough 
sections, never actually stoops to 
cheating. 

12.42: Another new level, 'Launch 
Facility’. Giant rockets to blow up and 
loads more aliens to kill. Excellent! 
Nothing can stop the bloodlust now! 


1.00: Break for lunch. 

1.16: Tuck into a Blimpie. 

1.37: Back to the game in progress. 

1.56: Next level, please! 

2.06: This level, ‘Abyss’, is one of 
the tougher early stages, as it 
requires a lot of going back and forth 
and with no map (a quite horrific 
omission - if there is a map in the 
game, we couldn’t find any way to 
access it) it’s easy to get lost. 
However, it also shows off the ‘Build’ 



engine used to create Duke’s 
landscapes - large parts of this level 
change even as you watch, with a 
huge fault line giving way and sending 
vast areas plunging downwards into 
boiling lava. It makes Doom and 
Hexen’s moving platforms and shifting 
floors seem rather feeble. A lot of 
jumps from ledge to ledge are 
needed, but Duke is fairly forgiving 
with its collision detection. 

2.47: After repeated deaths, Duke 
finally makes his way to the end of 
the level. Next up, the first boss! 

2.48: Duke checks out, 
permanently. 

2.49: Another grisly demise for Mr 
Nukem. 

2.50: No flowers, by request. 

2.51-3.16: You get the idea... 

3.17: Finally! The boss is toast. 
Although one of the later bosses is 


created from polygons a la Goldeneye 
or Quake , this chap is an old- 
fashioned sprite. The explosion effects 
as you let fly with everything in your 
arsenal are very impressive, though. 

3.18: Pity the between-stages 
cutscene is just a static shot with text 
overlaid on it. After such a draining 
battle, it would have been nice to 
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have had something a bit more 
impressive! 

3.19: The aliens are shipping 
Earth’s women back to their hogie 
planet for their own nefarious 
purposes, and Duke heads back into 
space in pursuit. The spaceport, the 
first level of ’Lunar Apocalypse’, sees 
the arrival of several new enemies, 
including the minigun-wielding 
Enforcers (larger, stronger versions of 
the regular geeks), nasty facehugger- 
style protoplasmic blobs and robotic 
gunpods that roar down at you 
kamikaze-fashion before exploding. 

342: Another new level, where 
things start getting very*H R 
Gigeresque and the scantily-clad 
women quotient hits a new high, but 
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There's a oimkrenci at Duke Burger 
Y ou'll ENIOV - YOU GET TO KILL THE 
STATE IE THEY'RE SLOW IN SERVING YOU! 


j 
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time is getting short. Time to try out 
the Dukematch. 

345: People are gathered together 
for some killing. Dukematch offers 
similar options to Goldeneye - a timed 
battle where the winner is the Duke 
with the most kills when the clock 
stops, or a first-to-whatever slugfest. 

Although the multi-player game 
struggles manfully (well, you’d expect 
it to!), we’ve been spoiled by 
Goldeneye - the inevitable reduction 
in detail and resolution of the split 
screens makes things rather blurry, 
and things jerk occasionally when the 
action heats up. However, the basic 
playability of Duke Nukem's PC game 
is still there, thankfully, and the 
weirder range of weapons adds some 
twists you don’t find in Goldeneye . 
Bond could never shrink his 
opponents and step on them in Mars 
Attacks! fashion, or pump them up 
until they explode! Because the 
Dukematch arenas are set in the 
normal one-player levels, it’s also a 
handy way to get advance warning of 
what you can expect to find later on in 
the game. 

4.22: The last post is only a few 
minutes away from sounding, so Duke 
Nukem 64 is reluctantly removed from 
the N64, dropped into a jiffy bag and 




sent back to GT. So long, fella, it was 
nice knowing you. 

The Final Verdict 

If Duke Nukem 64 had been an 
original game for the N64, it would 
have been all but impossible to give it 
a fair review in just one day. However, 
since it’s practically identical to the 
familiar PC game, I’m pleased to 
report that Duke on the Nintendo is 
every bit as good as anywhere else. 

It’s still an addictive cocktail of 
puzzles, skill and ceaseless carnage! 

The lack of a map is a major pain 
(and if anyone writes in to tell us that 
‘It says in the manual that you've got 
to...’ the letter goes straight in the bin, 
because we didn’t have any 
instructions!), and the Nintendo- 
mandated cuts have taken out some 
of the more amusingly puerile 
touches. None of this detracts from 
the definitive action game for 
hardcore gun fetishists - it’s second 
only to Goldeneye in the first- 
person adventure stakes, and a po* 
close second at that! 

nd opinion 

If this game had come out 

ON THE N64 ABOUT FOUR 
MONTHS AGO, IT WOULD HAVE BEEN 
BRILLIANT. BUT EVER SINCE GOLDENEYE 
APPEARED. THIS KIND OF OLD-STYLE GAME 
IUST DOESN'T REALLY CUT IT ANY MORE. 

Duke's sense of humour helps 

THINGS OUT, BUT THE DATED GRAPHICS 
ARE A LET DOWN. ESPECIALLY AFTER 
Doom 64 showed PC games can be 
UPDATED WELL. LOZ COOPER 




C Up: Forward • C Down: Back • C 
Left: Strafe left • C Right: Strafe 
right 



Alternatives 


Goldeneye : Nintendo (£59.99) 
Reviewed: Issue 6,96% 

Doom 64: GT Interactive (£59.99) 
Reviewed: Issue 5,81% 


Rating 


Graphics 

Audio 

Gameplay 

^ 

Lasting Challenge 

^|| ^ 


Overall 0/ 

/o. 




Summing up: 

The hardest dude in videogames has 

STILL GOT WHAT IT TAKES! 
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Climb aboard 
the bike of the 
future for a 

ROLLERCOASTER 

ride into 

oblivion! 
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Okay, it’s a futuristic bike 

game. So what, you cry? 

It*s blooming well fantastic, 
that’s what! 

With most racing games, you’ll find 
that the main complaint is usually to 
do with the speed, that the game just 
isn’t fast enough. With Extreme G, the 
main complaint is also with the 
speed, although in this case, it’s too 
damn fast! 

The timer hits zero, the acceleration 
kicks in, and first time players will find 


$64,000 

Question 


O It moves incredibly fast 
O Some exceptionally cool audio 

ANO VIDEO EFFECTS 

C Loads of tracks/weapons 
O It’s... er... um... it doesn’t make 

THE TEA! 



their bike embedded in the wall of the 
first bend. Or at (east, they would if 
this were an ordinary race game. 

Because that’s one of the wondrous 
things about Extreme G; it’s extremely 
difficult to crash. Well, to crash 
properly, that is. Is this making any 
sense? No? Okay. To explain - you can 
crash in Extreme G, in the sense that if 
you hit certain things you will, 
temporarily, come to a complete stop. 
Usually though, the bike handling 
combined with the design of the 
tracks means that hitting the sides of 
the track, although it will slow you a 


At the iront or tni rack. Player one 

DEMONSTRATES TNI AMAZING 
AERODYNAMIC CAPABILITIES Of HIS BIKE. 

Wheeeeeeeeeee! 


little, doesn’t actually stop you. And 
this is a godsend when you’re hurtling 
around the track at breathtaking 
speeds battling seven other bikes. 
And that isn’t the half of it. 


Excuse Me, Does 
That Machine Gun 
Come In Claret Red? 

For instance, how many bikes do you 
know of that are armed? [Streethawk? 
- Ed] And more than that, how many 


First-time players will fin 


8bk 
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**UM... SHOULD MV SHIELD REALLY BE THIS 
COLOUR? I MEAN. IT*S A VERY PRETTY 
COLOUR AND ALU BUT IS IT HEALTHY?* 


2 : 5H : 35 

mm 


Memory Options 

Memory: 

None internally, rut passwords 
exist for each track 

t Controller Pak: 

' Saves race 

* POSITIONS. 

__ SCORES, ETC 



Oh no! A HUGE *R* BLOCKING the track! 
We're all ooomeo. doomed! Oh. wait a 
MINUTE... IT'S a MISSILE POWER-UP. PHEW! 







Extreme G 





Dream Machines , 




do you know that can pick up huge 
mother-loving super-weapons that 
turn other bikes from mean racing 
machines to smoking piles of 
colourful rubble? 

Except it’s not that easy. These 
opponent bikes aren’t your usual run- 
of-the-mill opponents racing 
mindlessly round the track waiting for 
you blast them into oblivion. No. these 
bikes are hard, and intelligent. They 
have their own strategies and tactics. 


and adapt to events around them. So, 
let's say you’re driving really badly and 
trailing in last position. You'll probably 
find the other bikes generally ignore 
you apart from dropping the odd 
proximity mine, or rear rocket. 
However, once you start to perform 
better, you’ll become a target. 

And it’s even more complex than 
that. Say, for example, that you’re 
running second, and a bike comes up 
behind you armed with a missile 




power-up. You have no special 
weapon, and the bike in front of you 
has something powerful. Rather than 
just hammering you, the pursuing bike 
may whack on the turbo, boost past 
you, and waste the bike in first place, 
as it considers it more of a threat. 

Extreme G offers multiple racing 


modes, the foremost being Extreme 
mode, where you start on the first 
track of the first level and must qualify 
to progress to later tracks each time. 
Fail to get the points you need, and 
you’ll be forced to try again. But do 
better than you need to (come second 
when you need to come third to 
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their bike embedded in the wall of the first bend 
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The Gun Knows 

Every despatch rider's dream, a series of bike-mounted 
weapons. There won't be a wing mirror left in London! 



Morning Star 

Sounds like a ninia 
weapon, but is a 
HIGH-TECH MINE! 
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Flame Exhaust 

If anyone gets 

TOO CLOSE, IUST 

roast 'em! 

Homing Missile 

Ideal for clearing 

THE ROAD AHEAD 
FROM A DISTANCE. 



Invulnerability 

Makes you 

COMPLETELY 'ROCK* 
FOR A SHORT TIME. 



Mortar Rocket 

Pops off a pair of 

BOMBS ONTO THE 
ROAD AHEAD. 


♦TP 


Ion Side 
Cannons 

Makes life hard 
for overtakers! 






Multiple Needle 
Rockets 

Spews out explosives 

IN A FAN PATTERN. 


Invisibility 

Sneaky bikers 

CAN USE THIS TO 
SLIP PAST UNSEEN. 



Laser 

Limpet Mine 

A NASTY SURPRISE 
WHEN STUCK TO WALLS. 


r 
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Phosphor Flare 

Aaiiieeee! My eyes! 
Used to blind riders 

TEMPORARILY. 


Power Shield 

A SUPERCHARGED 
SHIELD THAT DAMAGES 
OTHER RIDERS! 


Standard 

Rocket 

Whoosh... bang. 
Basic stuff. 



Proximity Mine 

Does exactly 

WHAT IT SAYS ON 
THE can! 



Static Pulse 

Sends a wave of 

CRIPPLING ENERGY 
UP THE TRACK! 



Rear Rocket 

A REP ON YOUR TAIL? 

Not for long. 
Vectra boy! 



Shield 

Recharge 

Replenishes vital 

SHIELD ENERGY. 


T 
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Tractor Beam 

Give yourself a 
tow with this 

USEFUL GADGET. 


Wally Warp 

The ultimate in 

CRUELTY-SENDS 
LOSERS BACK A LAP! 
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qualify) and you’ll gain extra points 
which give you more leeway for the 


next track (so it’s advisable to do well 
on the early, easier tracks, thereby 
gaining credit for the later ones). 
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San Marino - 
Dangerous? 

Do Me A Favour! 


The tracks! Wow! The first ones... well, 
they’re okay, and they seem fast, but 
they’re not really anything you won’t 
have seen before - that’s for the first 
one or two. But from then on... hold 
onto your hat, or rather, hold onto your 
lunch! If you thought rollercoasters 
were bad, try this! Loops, dips and 
multiple junctions that make it 
possible to take a different route for 
every lap of the race. 


If you do lose the race in Extreme 
mode, you’ll be treated to a quick 
sequence of your wondrous bike 
being unceremoniously dumped into a 
smelter - what a waste! 


In addition to Extreme mode, you 
can race in Practice mode, Shoot-’Em- 
Up mode and of course Multi-Player 
mode. However, to be able to race on 
the later tracks, you’ve got to 




PlAVCIt THRU MODUS TNI ALL-NEW 

Flami Exhaust power up. while 

PLAYER TWO COLLIDES WITH THE WALL. 

Nice driving, sir! 


Bikes go from 
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PHONE US AND WE'LL HELP TAILOR MAKE THE 
RIGHT BIG SCREEN PACKAGE FOR YOU PLUS A 

FREE INTERACTIVE 
BACKPACK 

WITH EVERY BIG SCREEN SYSTEM! 

Interest free credit on certain items. 

Credit details on request. 

MAIL ORDER 
THROUGHOUT THE UK 


freestanding or wall screens at 4ft 5ft or 6ft wide you 
can enjoy your favourite Nintendo 64 games, your best 
loved videos and most exciting TV programmes with big, 
large screen impact at sizes you've only guessed at! 

Our choice of screens and projectors 
can change your room into a virtual 
reality arcade! 

And bring home a life size game world! 

Full details from one of the fastest 
growing large screen visual 




MASTERCARD • VISA • DELTA • SWITCH 


VISUAL COMMUNICATION 


Our large screen projection systems deliver lifesize impact 
for all your favourite games! Call FREE on 0800 378563 














Extreme G 
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THE 
BOTTOM 

LINE 


RAMPS 6IVE YOU A BIT OF LIFT ON MOST 
TRACKS. IN THIS CASE. THE TURBO NAS 
ALSO BEEN SET OFF. HOIO ON! 


J 


complete them in Extreme mode first. 
Practice mode is fairly self- 
explanatory, but Shoot-’Em-Up mode 
is a little different. Basically, it’s a case 
of chasing a whole load of drone bikes 
around the track, which is littered with 
absolutely masses of weapon power- 
ups, the idea being simply to 
obliterate as many of the opposing 
bikes as possible. And it’s fun! 
(Although after a while it tends to get 
a little samey - just a little). 



A: Fire 

cannon/laser 


Of course, these are all single¬ 
player modes. The multi-player mode 
is something else again. As with the 
single-player mode, you have a choice 
of race types. There’s Battle mode - 
racing around one of 
four weapon-filled 
arenas and annihilating 




ero to light speed 
in about three seconds! 


( 


the other players. Then there’s Head 
To Head mode, where you race on the 
usual tracks against other players, 
and then there’s Flag mode, where 
you, erm, collect flags. The winner is 
whoever gets the most flags, 
surprisingly! 

In all race modes, you get to choose 
from eight different very impressive- 
looking bikes, each of which has 




Four flayer battle mode, and things 

OON*T LOOK GOOD FOR FLAYER THREE - 
NOTE THE MISSILE ENTERING HIS SCREEN! 


different attributes. Some, for 
instance, have better shields and 
weapons, but are low on acceleration. 
Other bikes will go from zero to light 
speed in about three seconds, but 
have slightly weapons slightly less 
powerful than the average water- 
pistol (the cheap kind, not those big 
Super-Soaker ones). As if the bikes 
weren’t fast enough on their own, you 
get three turbos per race, and also on- 
track items and features which give 
you a temporary boost. 

Another good feature of Extreme G 
is the sound. Each bike has its own 
distinctive turbine noise, and if you’re 
playing through a stereo TV you can 
even tell which side people are 
approaching! The music isn’t bad 
either, with a different techno tune for 
each track. 

With three different views, the 
fastest of which is First-person, but 
then the behind-bike view is easier to 
control, this game is an absolute must 
for anyone with an N64. Basically, 
Goldeneye was the definitive 
adventurous shoot-’em-up, and 
this is, so far, the definitive N64 /A 
race game. 


2 nd opinion 

Hoo-ahh! The N64 gets its 

FIRST TRULY AWESOME 
RACING GAME AT LAST. EXTREME G MAKES 

Mario Kart look shoddy, and MRC 

PRETTY EMBARRASSING! IT'S INSANELY 
FAST, WITH HARDLY ANY SLOWDOWN 
EVEN WHEN THERE’S A LOT OF ACTION, 
BUT THE BIKES' SHIELDS PREVENT THE 
SUDDEN STOPS THAT PLAGUED 

Wipeout. Brilliant! Loz Cooper 


C Up: Change View • C Down: Turbo 
• C Left: Unused • C Right: Fire 
Special Weapon 


D Pad: Move 
bike left/right 


Alternatives 


Ft Pole Position 64: Ubi Soft (£59.99) 
Reviewed: Issue 6,88% 

Mario Kart 64: Nintendo (£59.99) 
Reviewed: Issue 3,94% 


Rating 


Graphics 

R^ R^ 4B **H 


Audio 




Gameplay 

R^ R^ FfF J (d J (J 


Lasting Challenge 



Summing up: 

The N64 HAD BEEN JUST CRYING OUT 
FOR GAMES OF THIS CALIBRE - THINGS 
ARE LOOKING UP! 


o 
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Publisher: Nintendo Game Type: Platform Release Date: Out now (import) 

Developer: Treasure Origin: japan Price: £69.99 



TO TRAVERSE SOME LEVELS, MARINA MUST GRASP MOLD Of AND RIOE A LOAD OF RALLS. I COULO 
MAKE SOME IUVENILE |OKE HERE... RUT I'M NOT GONNA! 


It was a very weird game when it was 
in Japanese - and now that it’s been 
translated... it’s still a weird game! 


S X Not long ago, there was an 

(extremely weird Japanese 
game entitled Go! Go! 
Troublemakers. A fun, slightly off-the- 
wall platform game, Troublemakers 
caused many headaches in the office 
due to the fact that many of its 
puzzles relied on the player being 
able to decipher thousands of lines of 


Memory 
Options 


TWO GAMES CAN 
BE SAVED ON THE 
CARTRIDGE 

Controller Par: 
None 


Japanese text. “Why, oh why,” 
frustrated players beseeched the 
heavens, “couldn’t this game be in 
English?” And before you can say 
“Three number forty-two’s twice and a 
bag of prawn crackers”, here it is, the 
newly converted, newly translated, 
newly named Mischief Makers. 

So what’s changed? The original 
was a massive, predominantly 2-D 
platform adventure - ‘predominantly’ 
because it used a few pseudo-3D 
tricks to add a bit of depth to the 
otherwise fairly flat play areas - that 
revolved around the efforts of a cyber¬ 
chick named Marina and her quest to 
rescue her lecherous old master from 


M1SC 


MAKf 


the clutches of some scary ghost¬ 
faced creatures on a planet of ghost¬ 
faced creatures, aided by other ghost¬ 
faced creatures. (Does that make any 
sense?) 


Haven’t We Been 
Here Before? 

The new version, unsurprisingly, isn’t 
a lot different. In fact the only thing 
that has really changed is the 
language, and to some degree 
the soundtrack. No 
amazing graphical 


NOTHING VISUALLY AMAZING 













































UM. VIS. THAT'LL STOP HIM! W(U DOM MARINA. 
VERY IMPOSING (I DON'T THINK). 




Mischief Makers 


adversely affected by shoes (unless 
someone threw them at him or 
something). The hint balls however, 
take away ten red gems every time 
when you use them, which is the 
equivalent of one continue, making 
them worse than useless in 


Troublemakers . A certain person in 
the office - who shall remain 
nameless... oh all right, it was Andy - 
was under the impression for a long 
time that the hint balls actually gave 
you red gems, and couldn't work out 
why at the end of each level after 


This game was a uttie frustrating when all the text was in Japanese, as you didn't 

KNOW WHAT THE HELL EVERYONE WAS TALKING ABOUT. NOW, AT LEAST, IT*S IN ENGLISH, BUT 
EITHER IT'S LOST (OR GAINED) SOMETHING IN THE TRANSLATION, OR THE JAPANESE REALLY ARE 

weird! Take a look at this selection of dialogue from the game and see what you think! 


IIEF 


improvements, no huge extra levels. 

So is this enough to justify converting 
the game? Yes actually. 

As mentioned already, one of the 
big problems with Troublemakers was 
that whilst some of the puzzles were 
obvious, many of them relied on 
getting clues from the various 
characters, and the only alternative 
was trial and error experimentation - 
that or kidnapping Japanese nationals 
and keeping them locked in your 
wardrobe for translation purposes. 

And it’s not just the puzzles that 
benefit from the English text. Whereas 
before, the text sequences (of which 
there are many) were just so many 
annoying delays between gaming 
action, now the dialogue slowly builds 
up a story, and provides intentional 
(and, at times, what must be 
unintentional) laughs. 

The whole game now seems so 
much more relevant. You now know 
why you are working your way across 
this weird planet, and why you are 
being aided and impeded by the 
various weird inhabitants. The 


Just when you're starting to get the 

HANG OF THINGS. THE WHOLE SCREEN 
STARTS SWAYING FROM SIDE TO SIDE. I 
THINK I'M GONNA CHUCK! 


inhabitants are (we are told) known as 
Clancers, from the planet... er, Clancer. 
And they are in fact all incredibly nice 
people, so nice in fact (apparently) 
that they can be turned evil by 
manipulative people. Which of course 
makes perfect sense! 

In general though, Mischief Makers 
does benefit hugely from the simple 
fact that you know what the hell it is 
you are supposed to be doing (even if 
you don't understand quite why you 
are supposed to be doing it). 

Take the hint balls for example (or 
‘Miss Hint’, as the balls themselves 
apparently prefer to be known). They 
were about as much use in the 
Japanese game as shoes would be to 
a man with no legs. Actually, probably 
less use than that, because a man 
with no legs probably wouldn’t be 


Dodgy Dialogue 


The pictures on the eno of level 

SCREEN GIVE YOU A QUICK FLASH OF 
PEOPLE VOU’ll BE LIKELY TO MEET 
DURING THE COURSE OF THE GAME. 


Mini 


BAltS 


( AN 


GIVE 


YOU 


US HIM 


advice. However, sometimes they'll 

TELL YOU SOMETHING YOU ALREADY 
KNOW. It's a lottery! 


Stooooop!! 


Ha ho !*aH SRl the p mar of 
the Croat Ffoplrel! 

You're ccutng with foe!! 


Ffopire to cork; up tilth a plot 
I Ike that! but I’ll stop you!! 


l fo.Marina. the 
Ultra*InterCalaClIc-Cvbot Cl 
Stop bullvih<rtnls little 9lrll! 


VFAH! Shake foe!! Shake foe hard! 
Crab arid shake foe!! * hake tte 
to rotten nr/ fitting spirits!! 


* 
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This huge bloke has a hying Muppet 

HELPING HIM. AND WHAT OO WE DO TO 

Muppets? Smack 'em in! 




Bombs abe gkeat, they destnoy anything! Will, anything beo ano block like, anyway. 
Okay, only bed blocks! Thebe! Happy now? 


grabbing several hint balls, he had 
fewer gems than he’d started with. 
Now though, the hint balls are a 
useful tool, and are essential when 
you’re going out of your mind with 
frustration wondering what to do next 
(of course, you won’t need them if 
you’ve bought this mag. as there just 
happens to be a complete Mischief 
Makers solution in this issue, but I 
digress). 

But What’s The 
Game Like? 

Of course, there are probably those of 
you out there that have never played 
Go! Go! Troublemakers , and perhaps 


Far from being run-of-the-mill, 
Mischief Makers throws anything and 
everything into the mix to produce 
gameplay that, while fairly easy to 
learn, is constantly changing, with the 
result that the next level is never quite 
what you expected it to be. just when 
you’re getting used to running 
sideways, you’ll be climbing upwards, 
or falling downwards, or taking on 
huge monsters by hitting them in the 
face with their own fists, or catching 
fireballs, or beating up an incredibly 
cute kitten-like creature and then 
riding it into battle against a boss on 
a rocket-powered motorbike that 
transforms into an animal... and that’s 


Take out Migen's little pal, ano he 

PLU6S INTO THE LOCAL SUB-STATION FOB 
A BIT OF A POWEB-UP. RUN AWAY! 


In summary, this game isn’t hugely 
different from its Japanese 
counterpart. If you’ve bought and 
finished the Japanese version, for 
instance, it’s probably not worth you 
buying this one unless you’re really 
desperate to find out what they say in 
the end-sequence (and you’re not 
keen on the Japanese kidnapping 
idea). If you don’t have Troublemakers 
though, and you’re in the market for 
an impressive, pretty innovative 


[More quirks than a minibus, 

platform scroller, then 
i look no further than 
r Mischief Makers. That's if 

even those of you who missed our 1 

review of it in issue four (shame on 
you!). Just for those few, here’s the 

[full of mental patients ] 


general plot. 

Basically, Mischief Makers is a 
horizontally and vertically scrolling 
platform game, with a multitude of 
puzzles and more quirks than a 
minibus full of mental patients. 


migen's shrine 
C C C 4 0 C 


?dl Hbfl \t3\ \kl\ Ifci: 



The level map screens let you move 

ONWABOS. OB BACKWABDS IP YOU WANT TO 
STOCK UP ON MOKE BEO GEMS. 


without even mentioning the 
cowboys, the kings, the flowers, the 
stars, the bombs, the ghosts, the 
Olympic challenge, the drill that turns 
into a bird, the volcanic eruptions and 
the robot made from Lego blocks! 

The great thing about Mischief 
Makers is that it keeps you guessing. 
There’s no fixed pattern to the levels, 
for example; bosses pop up all over 
the place and one minute you could 
be running for your life from a 
volcanic eruption, the next be free- 
falling down a seemingly-bottomless 
pit. And even when you’ve finished 
the game, the chances are you won’t 
have found alt the special yellow 
gems you need to see the entire 
ending, so it’s back you go to search 
for them. 


you’ve got an NTSC machine of 
course, otherwise you’ll just have to 
wait for it to be converted a third time, 
won’t you? 

Mischief Makers was supplied by 
Bournemouth's Video Game 
Centre: (01202) 527314 
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nd opinion 


Go! Go! Troublemakers 

WAS A GOOD LAUGH, EVEN IF 
SOME PARTS WERE HORRIBLY HARD TO 
WORK OUT BECAUSE OF THE LANGUAGE 
DIFFERENCES. MISCHIEF MAKERS IS JUST 
AS MUCH FUN, AND NOW YOU CAN TELL 

what’s happening! Some people will 

BE TURNED OFF BY ITS CUTESY, 2 -D 
NATURE - MORE FOOL THEM, AS IT’S A 
DEMENTED BLAST! ANDY McDERMOTT 


Jt * the ^ 

nA BOTTOM 

Mx LINE 


Controls 



L: Speed up 
text 


R: Talk to 
characters 


B: Grab/ 
throw 


A: jump 


C Up: Boost up • C Down: Boost 
down • C left: Boost left • C Right: 
Boost right 


D-Pad: Move 
Marina 


Z: Skip cut 
sequences 




Alternatives 


Bomberman : Hudson Soft (import) 
Reviewed: Issue 7,81% 

Super Mario 64 : Nintendo, (£54.99) 
Reviewed: Issue 1,95% 


Rating 


Graphics 




Audio 

»»» 

Gameplay 

Lasting Challenge 


Overall 0/ 


85 


Summing up: 

It doesn't break any new ground, but 

WHO CARES, IT'S A BLOODY GOOD 

platformer! 



















































Buy Direct, Save On-Line Gamer v‘ 

Trrfffff 0f Discount Centre - f 

Are you thinking of buying a computer? 


'fy ** ’ ~~~ ~ 


BRONZE Package 

P75, 8 Mb Memory, 1.3 Gig H/Drive, 8 Speed CD Rom £599.00 


SILVER Package 

P200, 16 Mb Memory, 1.7 Gig H/Drive, 16 Speed CD Rom £725.00 


GOLD Package 

P200 MMX, 32 Mb Memory, 3.5 UDMA H/Drive, 24 Speed CD Rom £875.00 


If you already own a computer 

Hard Drives - 1.0 Gig to 6.5 Gig, CD Roms - 8 Speed to 36 Speed, 
Memory - 4 Mb to 128 Mb, CPUs - P75 to P233 MMX, Monitors - 14” to 17”. 
A large selection of Picture and Sound Cards, Printers and Scanners. 


Brand new computers, complete and ready to use. Colour monitor, Windows 95, keyboard etc all included. 

0800 0687457 

Free Call 

Return To Base Warranty 


s 





UK Delivery 
Credit Card Use 
Internet Trial 
One Year Warranty 
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. MDEIRA GAN 

US N 64 Spetialists - lowest prices guaranteed 




ALL THE LATEST US GAMES IN STOCK NOW 

Top Gear Rally, Extreme G, Mace, Goldeneye, FI, Bomberman, 
Mischief Makers, Starfox, Clayfighter 63^3 

^ Games From £44..99 


/ 



^fbpecG^eal -\ 

US Nintendo , 

Scarf Conversion, 
Step-Dowifc 
Turok, Hexen, MRC. 

Inc 


i 

\ 


— 



V64 Video CD Player - PSX Decode Chips call now 
US PSX Final Fantasy 7 £54.99 l/VIPOR I SPE IALIS iS 

Controllers, Memory Cards, RGB Leads, Transformers ’ 

WE SELL THEM 

...GUARANTEED NEXT DAY DELIVERY 

PlayStation & Games Also Available 

MADEIRA GAME5, Lynn Road. Heacham. Norfolk. PE31 7JF 



• of 


* 


* 


JF m MADEIRA GAMES, Lynn Road. Heacham. Norfolk, PE31 /Jl- 

1251 Tel *435 570256 - 0331 444041 Anytime Fax 01435 570501 - Email stainsby^msn.oom 




























Review 




Publisher: 

Acclaim 

Gome Type: 

Sports 

Release Dote: 

Out now 

Developer: 

Iguana 

Origin: 

USA 

Price: 

£5999 


NFL QUARTER 

f"* 111 I ^ ^ O It’S FOOTBALL 

m III n t 1 Jim, but not as 

V WE know it! 


© What is it with the 

Americans? Every time they 
find a game they're no good 
at, they invent a similar game, and 
give it rules that are indecipherable 
to anyone not born in the good old 
US of A - then have the cheek to call 
their insular competitions a ‘world’ 
series. Take rounders for example. A 
perfectly good, easy-to-play game. 
What do they do? Turn it into 
baseball! 


Memory m«**°«*: 
Options c r,, : 



Saves pretty 

MUCH EVERYTHING 
THAT CAN BE 
.ALTERED! 


$ 64 ,ooc>\. 

Question ^ 


O Excellent hi-res graphics and 

ANIMATION 

O Huge range of game options 
© Limited appeal 


And then there’s rugby and football. 
Rubbish at both? No problem! We’ll 
combine them, and invent (wait for it) 
American football! Agh! And the worst 
thing is, American football is 
becoming incredibly popular over here 
in Britain! 

Anyway, the purpose of all this 
ranting is that it provides a suitable 
intro for a review of the latest sports 
sim for the N64, NFL Quarterback Club 
*98. No problem! Play the game, 
completely slate it, then it’s off home 
to watch the footy... er, except that it’s 
a rather good game! 


Is There Nothing 
They Didn’t Put 
In This Game? 

This game has everything! Anyone 
who knows anything about the game 
of American football, will know that 
I (as mentioned above) the rules are 
| rather complicated, but NFL QC ’98 
handles everything with an attention 
to detail that puts other sports sims 
to shame. 

The list of options is 
endless. Everything 
about the game can be 
adjusted to suit the 


gamer. Players can be traded between 
teams, new players can be created 
and their skills and attributes defined, 
absolutely miles of statistics can be 
accessed, and all this before you even 
begin to play the game! 

In-game options include choosing 
formations and then selecting plays, 
as in real American football. There are 
also myriad other options, such as 
multiple views, replay options, in¬ 
game statistics, and of course, the 


game provides a ’quick-start’ option 
for those who just want to get down 
to it - the list just goes on and on! 


Animation? We’ll 
Give You Animation! 

The high-resolution animation of the 
players is excellent (although close- 
up they do look a little weird), and the 
atmosphere has been carefully 
composed, from the impressive crowd 
and announcer sound effects down to 



"Okay. lads. hold them off, I'u 
the ball to Hank ano... hey. Hank! 
Where are you going? Come back ano 

TAKE THE BALL!" 


Abdul Iabbar gets bundled whilst 

NUMBER THIRTEEN SPOTS SOMEONE WITH 
A CAMERA AND POSES FOR A 
PHOTOGRAPH. 


An attention to detail that puts 



















































NFL Quarterback Club '98 


NFL To Hollywood, Or Bust! 


You’d think that the duties of an American footballer - 

RIGOROUS TRAINING PROGRAMMES, ABSORBING HEAVY IMPACTS, 
RUNNING AROUND A BIT - WOULDN’T EXACTLY GIVE THEM A LOT OF 


CAREER OPTIONS OUTSIDE THE SPORT. AND THAT’S WHY MOST OF 
THEM END UP IN SHOWBUSINESS! HERE ARE A FEW OF THE MORE 


OJ “The Juice” 
Simpson 

Appeared in the three Naked 
Gun movies, before an 

UNFORTUNATE 

MISUNDERSTANDING OVER A 
KITCHEN KNIFE 
AND A PAIR OF 
GLOVES GAVE 
HIM HIS OWN 
TV SERIAL, OJ: 

The Trial. 


Brian 

Bosworth 

Went from 



H 


KNOCKING PEOPLE 
DOWN ON THE 
FOOTBALL FIELD TO 
KNOCKING THEM 
DOWN ON THE BIG 
SCREEN. HlS FIRST FILM WAS 

Stone Cold , like his acting. 

He shoots, he rides bikes, he, 

ERM, TALKS (KIND OF). 


WELL-KNOWN ONES. 


Dean Cain 

INIURED PLAYING COLLEGE 
FOOTBALL, SO TOOK TO 
PRANCING ROUND ON SCREEN 
WEARING 
LYCRA AS TV’S 
Superman 
and 

SNOGGING 

Teri Hatcher 

(THE 

bastard!). 




Dan Marino 

Still playing football, but 

CROPS UP REGULARLY IN VARIOUS 
FILM CAMEO ROLES (SUCH AS ACE 
Ventura: Pet Detective). Usually 

PLAYS HIMSELF (OOH, DIFFICULT!). 



BACK 


the weather conditions on the day. 

This game has everything. But 
there’s a catch, and it’s a biggie. 

Because this game is so accurate, 
and because it is simulates real 
American football so well, it is 
virtually impossible for someone who 
knows nothing about American 
football to just pick it up and play it! 

Does this sound a little obvious? 
Well, think about it. Most games can 
be played (at least to some degree) 


with very little knowledge of how they 
work - explain the controls, and away 
you go! With NFL QC '98 however, the 
gameplay revolves around choosing 
formations and plays, interspersed 
with short bursts of action. And if you 
don’t understand the tactics, you’re 
going to have a real problem playing 
the game. 

There is just such a lot to learn that 
you really have to be committed to be 
able to get the most out of this 
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nd opinion 


Let's see. close up... oh my Goo! They're au aliens! Look at their eyes! It's an invasion! 
Someone call Will Smith! 


)ther sports sims to shame! 


Playing John Madden '92 
MV yonks ago on the Mega 
Drive gave some useful gameplay 
HINTS. AND NFL ' 98 TURNED OUT TO BE A 
VERY DECENT AMERICAN FOOTBALL SIM. 

The high point of the game is 

OBVIOUSLY THE PIN-SHARP HI-RES 
DISPLAY, WHICH POINTS THE WAY FOR 
SOME VERY COOL-LOOKING N64 GAMES 
IN THE FUTURE... ANDY MCDERMOTT 




1 


Controls 


THE 
BOTTOM 

LINE 



All the controls are specific 

DEPENDING ON WHAT PLAYER YOU ARE 
USING IN WHAT SITUATION. THERE ARE 
FAR TOO MANY COMBINATIONS TO LIST! 


The whole team gets together to 
OFFER ADVICE ON JOHN’S EMBARRASSING 
PERSONAL PROBLEM - AIN’T THAT NICE?. 


without any previous knowledge of 
the game, just working out exactly 
what all the little symbols, circles and 
squiggles mean in the play list will 
take you a while. In America this won’t 
be a problem because most all- 
American boys pop out of the womb 
already wearing helmet and pads, but 
the casual British buyer is going to be 
left utterly bewildered by the whole 
thing unless they're already a fan and 
have a working knowledge of how the 
sport is played. 

That said, this is the sort of game 
that you are only really likely to buy if 
you are interested in the sport, so 
generally, there shouldn’t be a 
problem, and it can’t be allowed 
detract from what is one of the 
most accurate sports sims around. W 


Alternatives 


ISS 64: Konami (£64.99) 
Reviewed: Issue 3,91% 
John Madden 64 : EA 
Not yet reviewed 


Rating 


Graphics 

l$H ESN liQH liQN I^B 


Audio 


Gameplay 


lasting Challenge 


Overall 0/ 

m 


Summing up: 


Ultimately a game only for fans of 
American football, or those who are 

WILLING TO LEARN. 


© 



magazine Volume 7 19,7 






























Review 






Ninfo 

QOC)© 

bu 

(S) 

Publisher: Hudson Soft G 
Developer: Hudson Soft 0 

ame Type: 3-0 platform puzzle Release Date: Out no 
tigin: Japan Price: £69.9 

w (import) 

9 (import) 


Another old favourite gets the 
3 -D treatment - boom or bomb? 


BAKU 


BOMBERM 


1^ 

CD 

E 

3 

I 

CD 

C 

"n 

03 

bo 

03 

E 




© In the name of goo, what 

have they done? But more of 
that later. 

Baku Bomberman Is the 22nd, so 
we’re told, variant of the classic multi¬ 
player Bomberman game. Depending 
which old saddo you talk to, the 
definitive version comes either from 
the PC Engine (Bomberman ’94) or 
the Super NES (Super Bomberman ). 
But how come these ‘definitive 
versions’ are so old? 

Because Hudson have to pddle , 
that’s why. They can’t leave well 
enough alone. They have to 
‘improve’ each new 
version, tweaking 


$64,000^^ 

Question 

O Imaginatively wild landscapes 
O Clever puzzles 
O Customisable Bombermen 
© Battle game a let-down 
O Annoying camera angles 
O Can get frustrating 


Hudson's meddlers have st 


It doesn’t look like there’ll be any 
on Baku Bomberman either. However, 
as a letter this issue points out, 
games shouldn’t be reviewed on the 
basis of the multi-player game alone, 
so we’ll kick off with that. Inevitably, 
the N64 upgrade’s Story Mode moves 
things into 3-D a la Mario 64, so no 
surprises there. As far as we can tell 
from the intro and cutscenes (all the 
text - of which there is a surprising 
amount - is in Japanese, and to date 
my limit is writing ‘Anude 
Makuderumotu’ in katakana), a gang 
of evil Space Bombermen have sucked 
some kind of bubbly blue power 
source from Bomberworld and are 
using it to rluke the inhabitants from 


Thi switches here need to re hit RY 

•OMRS TO OPEN THE LEVEL EXIT - AND 
LAVA ROMRS ARE FALLIN6 ALL THE TIME! 


Options 


Memory 

~ ‘ Three game 

SAVES 

Controller Pak: 
Additional 

SAVED POSITIONS. 
PLUS CUSTOM 
Bombermen! 


and twiddling and nipping and 
tucking, just to show that they’re 
paying their programmers to do stuff 
rather than just sit around drinking 
coffee for six months before porting 
the code for the last Bomberman 
game straight onto a new platform. 

It’s this kind of incessant meddling 
that completely screwed up Super 
Bomberman 2 on the SNES. All the 
ingredients were there, but for some 




reason the designers decided not 
just to add new power-ups and 
features, but to tinker with the old 
ones as well. The results were 
predictably disastrous - fans of 
Super Bomberman instantly loathed 
the pointless changes and went back 
to the original. There were no three 
hour post-work sessions on 
Bomberman 2 in the old Super 
Gamer offices, put it that way. 


The start of the game. Bomrerman 

THOUGHT SOMETHING ODD WAS 
HAPPENING. RUT COULON'T QUITE PUT HIS 
FINGER ON IT. 
























Baku Bohbmmam 
WAS SUPPLIEO BY THE 

Vioeo Game Centre. 
(01202) 527314. 


the comfort of their floating space, 
erm, mountains. Our pom-pommed 
hero takes it upon himself to sort out 
the miscreants, using his talents for 
lobbing bombs around. 

To begin with, Bomberman can 
enter any of four worlds - 'Green 
Garden’, a castle; ‘Blue Resort’, a 
water-filled Venetian town; ‘Red 
Mountain', a lava-spewing volcano; 
and 'White Ice', a vertiginous snowy 
mountain. Each world is split into 
smaller sections, which have to be 
conquered to progress. Once the first 
part of the world is finished there is a 
sub-boss to blast to hell, then a 
second adventure section before the 
mountain's final monster must be 


vanquished. Nuke all four beasties 
and the villains' lair, 'Black City', can 
be reached. 

Sphincter Boy 

Bomberman is a bit useless as a hero 
- any obstacle larger than a single 
step confounds him, which is pretty 
pathetic as even Davros could manage 
that! Luckily he has a trick up his 
sphincter, being able to poo out 
bombs. Well, they appear between his 
legs, so draw your own conclusions 


0000D0W0 




if///, n 


Plant a bomb under these blocks. 

THEN RUN ONTO IT BEFORE THE 
EXPLOSION FOR A GENUINE HIGH! 


ied in again 




Just to make things pointlessly hard, this stage has to be played looking up from 

UNDERNEATH - WHICH REVERSES YOUR CONTROLS! 



















Neighbourhood Death Watch 


Spying an open window, 
Bomberman heaves a fully 

PUMPED-UP BOMB THROUGH IT... 


...WHERE, TO NOBODY’S 
SURPRISE. IT EXPLODES. 
WRECKING THE BUILDING... 


...AND PITCHING THE LUCKLESS 
OCCUPANTS OUT ONTO THE STREET, 
WHERE THEY DIE SCREAMING... 


...LETTING HIM PILFER GEMS FROM 
THEIR REMAINS. HEY, THEY WON'T 
NEED THEM WHERE THEY'RE GOING! 


begin is a raised bridge. No matter 
what I did, no matter how many 
enemies I killed, no matter what 
power-ups I collected, the bridge 
could not be lowered. After a couple 
of days of not being able to get off 
this part of the level, I was all in 
favour of giving Baku Bomberman a 
mighty slating... until, entirely by 
chance, I discovered that you can 
pump up bombs (by holding them and 
repeatedly tapping the A button) and 
increase their power. Big bomb on 
bridge, explosion blows bridge 
down... problem solved! I mention this 
for the benefit of anyone buying the 
japanese import game, because this 
feature isn’t pointed out anywhere in 
the manual, even with an illustration. 

Once past this minor snag, the 
game improves a lot. Not being able 
to jump is ultra-frustrating at first, but 
when you get past the initial 
annoyance it concentrates the mind 
because you know there has to be 
some clever way of using bombs to 
get past a problem. If there's a gap, 
you can slide bombs into it and 
bounce off the tops of them. A 
platform with no obvious way of 
reaching it? Look for objects that can 
be blown over with big bombs to 
create new pathways, or switches that 
you can lob bombs at to trigger. Once 
you grasp this, avoiding death 
becomes a matter of your own skill, or 
lack thereof, and what was initially a 
puppy-kickingly infuriating game 
becomes a lot more fun. Dying still 
makes you want to punt Rover out of 
the window, though! 

Bombed Out 

Then there’s the multi-player game, 
which brings us back to the opening 
line of the review. Hudson’s meddlers 
have stepped in again! Obviously the 
old top-down game has given way to 


The PILLAR ON TNC NARROW PLATFORM 
MIDIS A SHIELD POWER-UP. Rt ACHING IT 
COULD BE A PROD, MINO. 


Collect items of apparel in the 

THEN CUSTOMISE YOUR OWN PERSONAL 

Bomberman! 


If an enemy hits Bomberman. he gets stunned. This lasts far too long, though - 

SOMETIMES OVER TEN SECONOS - AND IS ONE OF THE MOST INFURIATING PARTS OF THE GAME. 


power-ups, which turn the basic 
fizzing sphere of doom into more 
versatile, but still equally destructive, 
tools of boominess. 

Much of the problem-solving aspect 
of the adventure comes from working 
out where to put your bombs for 
maximum effect. Power-ups are 
revealed by blasting trees, crates. 


NEEDS TO COLLECT ON THE GREEN 

Garoen stage. Life's never that easy, 

THOUGH - TOUCH IT AND A BIRD 
SNATCHES IT AWAY! 


Bomberman to any of the eight main 
compass points, then zoomed in or 
out. In some ways this makes things 
easier - because the camera doesn’t 
automatically track behind you, you 
don't have to make continual 
adjustments to your course with the 
analogue stick - but at the same time 
it can make some parts of the game 
very difficult. Bomberman is 
constantly disappearing behind walls 
and obstacles, and there are some 
parts of the game where no matter 
what angle you use, it's all but 
impossible to make out what's going 
on. There is no height adjustment 
either; you are always looking down 
on the game from a lofty angle, which 
again makes some parts of the game 
hard to see. When you’re messing 
about with high explosives, a clear 
line of sight is usually a help... 

What’s The Story, 
Morning Glory? 

At first, I had a real problem with 
Bomberman 's Story Mode, because 
there were some parts of the levels 
where it seemed impossible to make 
progress. Case in point: the very start 
of Blue Resort, where water all around 
provides instant death, and the only 
way off the small platform where you 


stalagmites and blocks, and 
discovering particular power-ups is 
vital to progress - so destroy 
everything in sight! The residents of 
the mountains obviously aren’t keen 
on this Semtex-powered redecorating 
- only a few of them actually go all- 
out to kill you, but the bumblings of 
the others can easily knock 
Bomberman off a ledge or into a lake. 
Death follows quickly. 

The camera control system is a lot 
simpler than that of Mario or Goemon. 
Instead of being free-floating, the 
camera can be rotated around 























Baku Bombermcm 



opinion 

Andy, I actually 

IE MAO MULTI-PLAYER 
GAME, BECAUSE IT'S SO FRENZIEO YOU 
CAN’T RELAX FOR A SECOND! THE 
ADVENTURE PART OF BAKU BOMBERMAN 

I ISN’T BAD EITHER. BUT THERE ARE SOME 
ANNOYING BITS. LIKE STOPPING TO 
WORK OUT A PUZZLE ONLY TO BE FRIED 
BY A LAVA BOMB. STILL, THAT’S PAR FOR 

THE course! Loz Cooper . 


2 


3*D, but other less-welcome changes 
have also been made to what was one 
of the most simple and perfect multi¬ 
player games ever. The number of 
destroyable blocks, which dish out 
power-ups, have been reduced to 
make the arenas a lot more open. 
Instead of blasting your way toward 
your opponents, then using cunning, 
nay, evil and sneaky tactics to catch 
them in a bomb blast, now you just 
run around chucking bombs madly 
until everyone but you is dead. 

Although some of the more 
confined arenas do offer limited 
opportunities for tactical play, most of 
the time it's just a mad race around, 
bombs flying and sliding hither and 
yon, until there is only one 
Bomberman (or Bomberwoman, as 
the game now offers sexual equality!) 
left standing. Some people might like 
the frantic pace of the new battle 
game. I don’t. It’s fun for short bursts, 
but the addiction of old isn’t there. 
This is a great shame, but that’s 
progress for you. Baku Bomberman is 
the first Bomberman game where the 
one-player game is the best part. 

It’s lucky, then, that the Story 
Mode is so playable. As well as the 
basic beat-the-bosses adventure, 
there are all kinds of secrets to 


uncover - find the right items, for 
example, and you can customise your 
Bomberman and save him (or her) out 
to a Controller Pak to use in multi¬ 
player games! 

Baku Bomberman is a mixed bag of 
gelignite; while the battle game is 
disappointing (especially in 
comparison to the SNES game - sorry, 
P jarman (see this issue’s letters), it 
had to be done), the one-player game 
is a lot better than I expected. As a 3- 
D platformer it’s no Mario 64, 
but as an arcade-style puzzler, 
it's a blast! 


AS TIMt RUNS OUT, TNI RATTLi ARENAS 
EITHER CLOSE IN. ROMRARO PLAYERS 
WITH LAVA OR SINK RENEATH THE WAVES! 




g 

4 \ 

rHE ^ 
BOTTOM 

LINE 

Controls 



B: Kick/pick 
up bomb 


A: Drop/ 
pump bomb 


C Up: Zoom in • C Down: Zoom out • 
C Left: Rotate view clockwise • 

C Right: Rotate view anticlockwise 


DPad: Not 
used 


51 


Z: Detonate 
time bomb 


Alternatives 


Super Mario 64: Nintendo (£59.99) 
Reviewed: Issue 1,95% 

Ganbare Goemon : Konami (import) 
Reviewed: Issue 5, 70% 


Rating 


Graphics 



Audio 


Gameplay 

Lasting Challenge 


Summing up: 

AN ENTERTAINING 3-D PUZZLE ADVENTURE, 
LET DOWN BY THE DISAPPOINTING MULTI¬ 
PLAYER GAME. 
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/''"X It's highly 

unlikely that you’ve ever 
zoomed along narrow 
country lanes at extremely illegal 
speeds in a rally-spec Ford RS 200, 


Memory 

OptiOnS COMTIlVllER PAK: 

wk Saves settings. 


CHAMPIONSHIP 


RECORDS AND 


CUSTOM PAINT 
JOBS 


$64,000^ 

Question 


O Superb car handling 
O Realistic graphics 
O Custom paint jobs 
O Huge tracks 
O Repetitive music 
O Annoying engine sounds 


as common as Scottish Tories. Well, I 
have (courtesy of a successful game 
designer who shall remain nameless 
until the statute of limitations on 
motoring offences comes into 
effect), and take it from me, it was a 
bloody terrifying experience! While 
no videogame wilt ever be able to 
recreate the feeling of your stomach 
and its contents being pancaked 
against your spine under full 
acceleration or the buttock- 
clenching fear that the 
next blind corner you go 
around will turn out to be 
occupied by the arse 


end of a John Deere, Top Gear Rally 
nevertheless delivers similarly 
sweat-dripping thrills. And you don’t 
have to pay insurance premiums that 
could buy a house! 

If you were watching someone 
playing the game in a shop, you 
probably wouldn’t be that impressed. 
At first, Top Gear Rally doesn’t seem 
especially fast. Although one of the 
first two cars available is an Escort 
Cosworth, it ambles around the track 


more like an Escort Popular 1.1 with 
beaded seat covers and a nodding 
dog on the parcel shelf. It would be 
very easy to make the mistaken 
assumption that this was all the 
game has to offer. 

Luckily, it isn't. Playing the 
Championship game, you fight your 
way from the back of a 20-car grid 
around a number of exceptionally 
long courses - winning a season of 
races opens up new tracks and, more 
importantly, lets you take the wheel of 
new and increasingly fast cars. 
Although the cars aren’t actually 
named in the game, presumably for 


Top Gear Rally is a must for al 




4 * 


legal reasons, the two-letter 
codenames sort of give things away. 
After five seasons, some of the cars 
on offer include the aforementioned 
Cosworth, a Lancia Delta, a Porsche 
959, BMW's M3 and a Nissan Skyline 
GT-R, all of which can be customised 
using TGR 's built-in paint shop. 


Move over Sega Rally - 
the N64 can now cut it 
in the racing world 
with its first good 
off-road racer! 
































Top Gear Rally 




Speed Buggy 

Once you've moved on from the initial 
selection of cars, the speed picks up 
very quickly, to the point where you 
start to worry that you're going too 
fast! The in-car camera, in particular, 
is almost enough to induce motion 
sickness as you blast along some 
extremely bumpy tracks, and you 
don’t need a Rumble Pak to feel the 
impact if you hit a wall head-on. 

The great thing about Top Gear 
Ratty is that, for the first time on the 
N64, the cars handle in a realistic way. 
Even though it's still an arcade game 
at heart - you can barrel-roll your car 
down a cliff then carry on racing with 
hardly a pause - you can feel the 
weight of the cars as they plough 
round bends, and have to learn just 
how much opposite lock to put on to 
get round a corner in a crowd-pleasing 
powerslide instead of slamming side- 
on into a rock! 

The cars themselves are brilliantly 
modelled - not just in the sense that 

petrolheads 



KlIP AN EVE OUT FOR INDICATIONS Of A H 
SHORTCUT - THIS DIRT TRACK CUTS OUT 
SEVERAL TIGHT CORNERS. 



Rally lets you go off the road, we 

REALLY MEAN ITl 


they’re immediately recognisable as 
their real-world counterparts, but 
also in how they perform on the 
road. They lean on their suspension 
as they go round corners, handle 
differently through turns depending 
on whether they’re front- or rear- 
wheel drive, and even have different 
centres of gravity. There’s a hump on 
the first course which sends the cars 
into the air - if you take it at full pelt 
in the mid-engined RS 200 or the 
rear-engined Porsche, your vehicle 
will actually start to tip backwards in 
mid-air with the weight of the 
engine! 


Even though nothing actually stops 
your car permanently (well, almost 
nothing, but more on that later). Top 
Gear Rally doesn’t skimp on showing 
the damage inflicted on the luckless 
motor. The body caves in under 
impacts, the full garage-pleasing 


effect shown at the end of each race 
when what’s left of your car is 
mounted on a turntable and every 
dinged, dented and downright 
destroyed panel is displayed for the 
whole world to ridicule. If you’re an 
especially bad driver, it's possible to 


© 

© 
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The Car's The Star 


V 


halve the width of your car through 
repeated sideswiping, leaving it 
looking like something ZZTop might 
drive around in! Damage even affects 
your car’s performance, bent (and 
unaerodynamic) panels slowing you 
down and making the steering pull to 
one side. 

Weather Tis Nobler 

This sort of attention to detail is what 
sets Top Gear Rally apart from its 
rivals. Although the amount of 






Eooic Thi Each 1 Edwards bitterly 
REGRITTED HIS SIDEWAYS MOVE INTO 
MOTORSPORT. 




This nasty double hairpin on the 
Mountain track can be taken at full 

BELT IF YOU CAN CONTROL YOUR SKIO. 



trackside detail is fairly sparse (the 
scenery is only occasionally broken up 
by buildings, landmarks and - quelle 



This is supposedly night. It*s 

PROBABLY ONE OF THOSE ‘HOLLYWOOD 
NIGHTS’CREATED BY PUTTING A BLOODY 
BIG LAMP ON A POLE. 


surprise - hot air balloons) it's a lot 
more convincing than Multi Racing 
Championship's grainy roadside 
clutter, and gives the feeling of being 
on a real road rather than an 
amusement park ride. The care put 
into the game even extends to the 
different race conditions - unlike 
MRC , it really does make a difference 
when the climate changes (the 
graphical changes when snow falls 
are so extensive you’d barely think 
they were the same tracks) and 
although Top Gear Rally's night 
driving still isn’t up to the level of 
PlayStation V Rally, you can't fail to 
be impressed by the way the rear 
number plates of the cars in front 


Brings new levels of racin 











































IU 


Top Gear Rally 




| Porsche 959 




| Toyota Supra 




send the glare of your headlights right 
back at you. 

Top Gear Rally brings new levels of 
racing realism to the N64, and though 
it has a few flaws - annoying and not 
terribly believable engine noises for 
one, plus lap time readouts that 
obscure certain corners and an 
infrequent but infuriating bug where 
some cars can end up stuck against 
walls on their noses after a crash, 
unable to move and requiring the race 
to be restarted - it’s still several laps 
ahead of Multi Racing Championship, 
which will annoy all those impatient 
N64 owners who rushed out and 
bought MRC because they were 
desperate for a racing game. 


tracks than MRC (five in all, plus 
mirror versions and variable weather 
conditions that drastically change how 
each course has to be raced) as well 
as infinitely more realistic car 
handling and a far higher challenge 
level, Top Gear Rally is a must for all 
petrolheads. THE Games should be 
congratulated for grabbing this for 
European release - if you want a 
racing game that doesn’t feature 
cuddly cartoon 
characters, Top Gear 
Rally is the only 
thing on the track. 


ISSUE WITH A LIGHTHOUSE. BUT IT DOESN*T 
TRANSFORM INTO A SPACE ROCKET OR ANYTHING. 


nd opinion 

Being a man who's driven 

A FEW CARS AT HIGH SPEED IN 
HIS LIFE, I CAN SAY THAT TOP GEAR RALLY 
IS THE NEAREST THING YOU'LL GET TO 
LOSING YOUR LICENCE ON A NINTENDO! IT 

I MAKES MRC LOOK TOTALLY PATHETIC, 
AND HAS ENOUGH HIDDEN STUFF AND 
SMART CARS TO KEEP ANY TRUE RACER 
OCCUPIED FOR A LONG TIME. HlT THE 

road! Loz Cooper . 


alism to the N64 



f&i 

THE 1 

BOTTOM 

ml 

LINE 


Controls 



C Up: Change view • C Down: 
Change View • C Left: Not used 
• C Right: Change view 


■I 


Alternatives 


MRC: Ocean (£59.99) 

Reviewed: Issue 5,67% 

Ft Pole Position: Ubi Soft (£59.99) 
Reviewed: Issue 6,88% 


Rating 


Graphics 

***** 


Audio 

*** 


Gameplay 


D-Pad: Not 
used 


Z: Change 
down a gear 



**** 

Lasting Challenge 


**** 


Overall 0/ 



Summing up: 

Great fun to play, and the most 

REALISTIC RACER ON THE N 64 BY MILES! 
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Publisher: 

Midway Gome Type: 

Beat 'em up 

Releose Dote: Out now (import) 

Developer: 

Midway Origin: 

USA 

Price: £5499 


MACE: THE 
DARK AGE 


Finally a promising beat-’em-up arrives for the N64! Don your 
battle armour, grab your broadsword, and get ready to rumble! 


* 



© IT APPEARS THE CUSTOM 

these days with beat-’em-ups 
is to come up with an 
elaborate plot to explain why several 


Memory 

Options 


© Doesn’t break any new ground 


NOW TNI HtU DOES Ml MANAGE TO OO 
TNIS WEANING A FULL SUIT OF ARMOUR? 



heavily armed individuals are set on 
knocking seven piles of poo out of 
each other - and Mace The Dark Age 
is no exception. 

The plot here is curiously 
reminiscent of Soul Blade on the 
PlayStation, where players, good and 



TNE SCENERY IS NOT JUST WALIRARER, 
BUT CAN BE INTERACTED WITN. HERE, YOU 
CAN JUMP INTO TNE FIERY WATER. 


evil, battled to seize the mystical 
sword ‘Soul Blade’ (hence the name). 
In Mace, the players, good and evil, 
battle to seize the mystical ‘Mace’ 
(hence, etc). Presumably they’ve all 
lost their magical ‘Pepper Spray’, and 
need a replacement. Apparently the 
Mace is endowed with ‘necropotic’ 
energy (whatever the hell that is) 
which offers the promise of ever¬ 
lasting life and unbridled power, 
providing the bearer doesn’t mind 
feeding off the despair, disease and 
poverty of others (sounds like my old 
flatmate!). 

JackanoryTime! 

Basically, the story begins as we learn 
about each of the character’s 
backgrounds, and then at the end we 
find out what happens when they 
succeed or fail, plus there’s also a 


Apparently the Mace is en< 


































Mace: The Dark Age 



quick trading of insults between 
players before they fight (you know 
the sort of thing: “Ah, Lord Deimos, 
you ate the last slice of my father's 
Battenburg cake - for that you will 
pay dearly!” To which Deimos will 
reply, “Puny Namira! Your father’s 
cake was putrid! I chewed it up and 
spat it out, just as I shall chew you up 
and spit you out!"). 

The warriors themselves are fairly 
impressive, each well rendered and 
well thought out. There’s an absolute 
arsenal of moves, some common to all 
of them (such as throws) while others 
are more individual. There are enough 
basic moves and combos to keep 
most people happy, including a neat 
‘evade’ button instead of a block 
(although most characters have a 
block combination), which makes the 
warrior jump to the side, and can be 
used in combination with an attack to 
hammer the opponent from the side. 

There is also a nice height 
difference. For instance, Lord Deimos 
is a huge armoured knight, who 
towers head and shoulders over the 
sultry wench Namira, and as a result 
(and due to his huge sword) has a 
longer reach. Namira, on the other 
hand, is faster and more agile than 
the hulking Lord. 


Someone 
Can’t Count! 

There are ten playable characters in 
all (not the sixteen promised on the 
packaging, I’d like to make clear) and 
they all have their own advantages 
and disadvantages. As mentioned 
already, there is the aspect of speed 
and reach, plus they also have 
different power levels (some hit 
harder than others, but they are 
usually slower) and also armour 
levels. The armour is one of the neat 
attentions to detail in the game, since 
not only does armour affect damage, 
it also affects gore. Hitting someone 
on their armour will hurt them, but hit 
them somewhere not protected by 
armour, and a spurt of blood will gush 
out! This adds more realism, as it’s 
not a case of hit the person anywhere 
and get a gush of blood - you have to 
pick your spots. 

The blood itself is quite nifty too, as 
when it hits the floor it stays there, 
and when a person with little armour 
on is knocked down, they leave a 
blood splattered mark on the floor 
where they landed. 

Another neat detail is the scenery 
which is, to some degree, interactive. 
Initially, you’ll play in an arena of 


id with 'necropotic' energy 
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The ■1061* THEY ARC... TNI BETTER THEY 

FLY. APPARENTLY. LORD OCIMOS SEEMS 

TO SPCND MOST OF HIS TIME IN THE AIR. 



Bring On The Gore! 


It's a beat-’em-up, so there’s got to be fatalities. Koyasha comes to grief here at 

THE HANDS - OR RATHER THE SWORD - OF TAKESHI. CURIOUSLY, IN THE FOLLOWING SCENE 
SHE IS REPORTED TO HAVE RETURNED HOME. IN A WHEELCHAIR PRESUMABLY? OR EVEN TWO? 



Another less gory fatality is Taria’s. She casts a magic spell and turns her 

OPPONENT INTO A CHICKEN! MWAH HAH HAH, BOK BOK BOK. 



© 

© 
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Oy! Did You Call 
Me Chicken? 

Mace has several hioden characters. 

WHO CAN BE ACCESSED IN VARIOUS WAYS. 

One of them is a little unusual though; 
HE’S P0|0, THE CHICKEN FROM TARIA’S 
FATALITY. SURPRISINGLY, HE’S PRETTY HARD 
FOR A CHICKEN - HE CAN THROW THE HUGER 


some sort, but it is possible to move 
out of the arena and still fight (so 
there’s no ’ring out’). This means 
your characters can end up fighting 
in water, or even on two levels if one 
of you manages to take the high 
ground (which as every good 
tactician knows is essential in 
battle). On some levels the water is 
acidic or electrified, on others the 


Duck! 

A worthy feature of the game are the 
pieces of scenery that can be used to 
your advantage, such as the swinging 
pendulums in the Executioner’s level, 
which will slash players who move 
into their path (in one match, the 
computer-controlled Executioner had 
knocked over the human player, and 
as he pulled his axe back for a killing 


on what you do, and he’ll watch what 
you do too, but he doesn’t hit back. 
This is much more useful than a 
character which stands still, you hit, 
and they fall over - Spanky reacts 
properly to hits, so he’ll take damage 
and not fall, and to knock him down 
you'll need to do an effective 
technique. It's also nice to see that 
Mace has a sense of humour! 


water itself is fine but under the 
water small spikes rise and fall to 
impale unwary combatants. 



blow, he got carved in two by the 
pendulum - excellent!) 

One detail in Mace which definitely 
deserves a mention is the practice 
mode, and the character of Spanky. 
Usually in practice modes, you’ll 
simply face off with one of the game 
characters who will stand there and 
let you hit them. In Mace though, you 
fight with Spanky the practice dummy, 
who is an amusing character made of 
wood with a target on his chest, a 
Smily for a face, and a ‘kick me’ note 
pasted to his back. He makes the 
practice more interesting, as he 
behaves like a game opponent in that 
he'll advance and retreat depending 


But... 

Okay, sounds good so far, so what's 
the problem? Well, there is no real 
single problem as such, just loads of 
little niggles. There’s the animation to 
start with, which, although fast, 
seems to have been made speedy by 


Even on eas 1 
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THE 
BOTTOM 


AS YOU COMPUTE EACH LEVEL. YOUR 
PROGRESS IS MARKED RY YOUR OPPONENT'S 
HEAD IMPALED ON A SPIKE - VERY TASTEFUL! 


cutting down on the frames of 
animation, rather than speeding the 
whole process up. This isn’t always 
noticeable, it's only on certain 
techniques that there's a real 
problem, but it is a problem. 

Then there’s the sequence of levels 

- they are always the same! You 
always start on Mordos Kull’s 
battlefield and work your way through 
the levels in the same order. Yawn. 

Finally, there's the difficulty level. 
Even on easy, it’s bloody hard! And it’s 
not just the opponent difficulty. As 
with many beat-’em-ups, each 
character has their own fatality move 

- the only problem is that it’s 
incredibly hard to achieve. This is 
basically because you get no time at 
all to perform it. It is incredibly 
frustrating to practice the fatality 


it's bloody hard! 


combinations until you get them 
perfect, and then have your opponent 
fall over while you’re half way through 
the technique! Okay, that’s a small 



Get knocked off a platform, and you 1 

FIND YOURSELF IN A POSITION WHERE THE 
ONLY THING YOU CAN HIT IS HIS FEET. 


moan, but it’s still a moan! 

What it basically comes down to is 
playability. The linear gameplay and 
the format of the game means that 
the play starts to get repetitive. Much 
as I hate comparing N64 games to 
anything on another format, it has to 
be said, that - barring the 
armour/blood detail and of course 
Spanky the dummy - there is nothing 
new here. That doesn’t mean to say 
that this isn’t a good game. If you’re 
looking for an N64 beat-’em- 
up then this is best 
example of the genre so 
far. It’s just a shame that it 
couldn’t have made more use 
of the N6z»’s capabilities. To sum up; 
it’s a fairly good-looking, playable 
beat-’em-up, but it’s doubtful whether 
it will have any long-term appeal. That 




The huge grey bloke is called 
Grenoal He’s big. he'd bad and he 

CARRIES A HAMMER (SCARY!) 


said though... it is a beat-’em-up, and 
it’s on the N64, so sales are probably 
guaranteed! 

Mace: The Dark Age was 
supplied by Skill Academy; 

(0181) 567 9174. 





The Sun'll come out... tomorrow! But 

NOT FOR SPANKY THE PRACTICE DUMMY. 
WHO'S |UST LOST HIS HEAO! 


2 nd opinion 

The best beat-’em-up on 
the N 64 ! Which by the 

STANDARDS OF ANY OTHER CONSOLE 
WOULD PUT IT ABOUT NINTH... MACE 
LOOKS VERY GOOD, ALMOST UP TO THE 

level of Dark Rift , but luckily plays 
A LOT BETTER. N64 FIGHTING FANS STILL 
DON’T HAVE THAT MUCH TO CROW 
ABOUT. THOUGH - MACE IS OKAY, BUT 
NOT BRILLIANT. ANDY McDERMOTT 


Every character has their own energy weapon - here Kovasha plugs Mordos into a 

TWELVE VOLT ELECTRICAL SOCKET. 


C Up: Kick • C Down: Strong attack • 
C Left: Strong attack • C Right: Kick 


D-Pad: Move/ 
lump 


Alternatives 


Dark Rift : Vic Tokai (import) 
Reviewed: Issue 4,60% 

Killer Instinct Gold: Nintendo, £54.99 
Reviewed: Issue 3, 75% 


© 



Rating 


Graphics 


Audio 


Gameplay 


Lasting Challenge 



Summing up: 


It'S THE BEST BEAT-’EM-UP SO FAR - 
ALTHOUGH THAT ISN’T SAYING MUCH! 


* 


magazine Volume 7 19,7 

























































SOLUTION* 

Explosive is^iys 


Pwm the makers of 6/f. Magazine - t/ 
biggest-selling Nintendo magazine! 


SOLUTIONS 


THE WAITINC IS OVE! 

The Ultimate Tips magazine for the 
Ultimate console is here ! 

-— tifflMilSl INCLUDINt 


a t a\*JL4 


Moot Nintendo 
mags stretch out 
solutions over 
many issues. We 
do it all in one. 
No-one does it 
Itetter! 


In issue one, full 
solutions to ever 
new N64 game: 


SORTED! 


64 Solutions 
gives you full 
game maps, 
handy hints, the 
very latest push¬ 
button cheats, 
and lengthy and 
authoritative 
playing guides to 
the games you 
want solving. 


OANT 


[ 2 pages of 
xadu Iterated 
tming heaven! 
gger than any 
her N64 
agazine! 


Lylat Wars 
(Star Fox 64) 
Super Mario 64 
Super Mario Ka 
Turok Dinosaur 
Hunter 
i Blast Corps 


The complete 
A-Z of 

Nintendo 64 
cheats and 
tips, so you're 
never without 
the full list 
whichever 
issue you but 


SOLUTIONS 


^ Our pletlge b to give 
the host and most 
1 accurate* informatic 
The complete guide, 
relevant pictures and captio 
This is our promise to you! 


WHEN? 


at £3.95 
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EMERGENCY SERVICE* lHT 

PLAY HAGAZIKE H J 

US NINTENDO 64^5^; 

P 1 C O OQ BLAST I 


£159.99 


M\RID 64 
PHOT KINGS 64 
iOVE RACER 

KH1ZR INSTINCTS OXT 

;ue jccs' 
rccpr 64 
HEXEN o4 

SUPERSTAR SOCCER ^ 
GOLDENEYE 


UT 


MISSION IMPOSSIBLE 




‘ii&yjj 

_ 

& -A H/JVLll' 


DIDDY KONG R 
LAMBORGHINI 




££ 4.39 

£ 43.99 

£ 34.93 

£ 43.39 

£ 33.99 

£39.991 

£39J92t 


IMPORT NINTENDO AND PLAYSTATION 
NEW AND SECONDHAND 
9AM - 8 PM 7 DAYS A WEEK 

BOOK 

DIDDY KONG RACINgEU^B 
HOV. 24TH 


HOI pi 567 91174 
0181 537 8297 



All the latest new releases Import and UK 
Large range of used games Import and UK 

Game Exchange £7 

Import and UK 

USA N64 Consoles £1XX 
Universal Converters in Stock 
Full Range of Accessories 

Ca///or F*r~ic&s & Details 

Next Day Dehrt > \ 

Phone Numbers 

0113 2613424 (Sales) 

0113 261 2500 ( Games Exchange) 

Email: visions@btinternet.com 



Visions, 728 King Lane, Leeds, LSI7 7BA 

7 days till 9.30 p in 


m BUNG VCD PLAYER PC COMPATIBLE rnaQ 
S-RAM BACKUP 


US/JAP NINTENDO t>4 + STAR FOX + JOLT PACK f 240 

Nt>4 Universal Converter Run US/JAP on UK System, or UK Games on US/JAP Machine! £19 
N64 Games Turofc. Waoe Rare. Multi Raciny Championship. Starfox US £ Call 

US/JAP N64 Scan Conversion. Best Picture Possiblel £28 

PSX Decode Chip (lets you play US/JAP on UK System!) £25 

Fitting Service fl5 

latest PSX Games rrom Far East Front Mission 2. Street Fighter Collection. Marvel Super 
Heroes. Jays Racing. Croc etc £Call 


WW CONSOL E 

IxIINKi 

Tel: 0410 425019 


WEST LONDON 
WALES 

HAVERFORDWEST 
I 0 AM - I 0 PM 7 PAYS 


USA N64 




PLYING TOMORRO^frGAMES TQB ftfr c 


GOLDENEYE 007 
LAMBORGHINI BA 
CLAYFlGHTER 63 /a 
MISCHIEF MAKERS 
EXTREME G 
MISSION IMPOSSIBLE 
POWERLEAGUE QC 
ROBOTRON 6A 
MACE THE DARK AGE 
JEOPARDY 
TETRlSPHERE 


■ F1 POLE POSITION 

■ TOP GEAR RALLY 

JAP N64 

■ AERO GAUGE 

■ GOEMON 5 

■ HUMAN GRAND PRIX 

■ REV LIMIT 

■ BOMBERMAN BA 

■ □ CHOPPERS 

■ BLADE & BARREL 


NB4 PRIZE DRAW: all entries will nacsiva discount 

VOUCHERS WORTH C *10 • TO INTIR OUR MONTHLY PRIZE DRAW 
SIMPLY CALL THE NUMBER BELOW AND LEAVE VOUR DETAILS 


IS 


I LOCAL DELIVERY SERVICE AVAILABLE BRAOfORD AND HALIFAX win th> 

TEL: 01274 731313 or. 0411 280634 ^.”*2 



wild morn f 

Tel 0190S 640040 Fax: 010 64016! Tel 046S4OJJ41 Emit Import) I ijioLcon 

US. NINTENDO 64. ROB. 240. TRANSFORMER 1 ]0<1PAD ICAU 

PLAYSTATION CONVERSION 

HAVE YOUR PLAYSTATION CONVERTED TO RUN UR. US AND JAP SANIES 
US iJAP SANIES RUN FULL SCREEN (NO BORDERS) AND FULL SPEED 
ONLY U19Y PRMIRED VITH FULL F1TTJN6 INSTRUCTIONS 
(PROFESSIONAL F1TTINS SERVICE LlO INCLUDINS RETURN POST) 

iitiifkaipuisixTioNlPMS hi aMfSLL,iaii 

mmwm .—.-.i_ * 144.99 

mourn tfiusi .«... 1 uu 

top m mi fits --s>_. tan 

MISSION IMPOSSIW (US) .. ICHl 

mi ow of 11 w mi mi on m pmuers 

m mm po m m nitron aims, ikj us 


uti CO WON .ZTSl. 

srmumifPMiusi 
momum mm 
suusmsnmpm...^.. 
mm pm _ L. 


im/ii: cams atm mm! 

OPtN MON ■ SIT IMM-IPM 


jail 

-m 

-m 


























CITEMENT 



DIRECT 


THE NINTENDO SPECIALISTS 



FAST DELIVERY 
SERVICE 


Usually within 3 working 
days on stock items 

POSTAGE FREE FOR UK 
ALL ITEMS GO 1ST CLASy 



IF YOUR MACHINE IS FAULTY WE WILL COLLECT IT 
FROM YOU AND REPLACE IT FREE OF CHARGE 



NINTENDO & GOLDENEYE_CALL 

NINTENDO & GOLDENEYE & TREMOR PAK.CALL 

NINTENDO & BLAST CORPS OR BOMBERMAN 64 .CALL 

NINTENDO & TOP GEAR RALLY OR LAMBORGHINI 64.CALL 

NINTENDO & EXTREME G OR DOOM 64 OR MARIO KART 64_CALL 

NINTENDO & INT. SUPERSTAR SOCCER 64 OR MARIO 64_CALL 

NINTENDO & DIDDY KONG RACING. CALL 


I every game 

accessory bought at the same time as your Nintendo 64. 

PRICES INCLUDE FREE DELIVERY WITHIN 2 DAYS 

ALL MACHINES ARE FULLY GUARANTEED FOR ONE YEAR 


DIDDY KONG RACING 
Buy an official Nintendo controller 
at the same time for just 

£23.99 



GOLDENEYE !0§7 only £39.99 

GOLDENEYES TREMOR PAK 
only £49.99 

GOLDENEYE S RUMBLE PAK 
only £51.99 



m 


only £39.99 
MISCHIEF MAKERS 

I OFFICIAL MEMORY CARD 

only £52.99 


BOMBERMAN 64 
only £39.99 
BOMBERMAN 64 
& SHOCKWAVE 
only £58.99 



LAMBORGHINI 64 OR 
TOP GEAR RALLY 
only £39.99 

1) Buy an oflicial Nintendo Coloured 
controller at the same time as either 
of these games for just £23.99 
2) Get £5 off a Mad Katz Steering 
Wheel it bought at the same time 

■ 


DUKE NUKEM 
CALL 

DUKE NUKEM 
& SHOCKWAVE 
CALL 


NINTENDO 64 GAMES 

BOMBERMAN 64 

£39 99 

BLAST CORPS... 

£39 99 

BODY HARVEST. 

CALL 

CLAYFIGHTER 63 1/3 

CALL 

CRUISIN USA_ 

.CALL 

0I00Y KONG RACING 

£39 99 

DOOM_ 

CALL 

OUKE NUKEM 

CALL 

FXTRFMF 6 .. . 

CALL 

FI POLE POSITION 64_ 

.CALI 

FIFA SOCCFR M 

£28 99 

FIFA ROAO TO THE WORLD CUP 

.CAU 

GOLDENEYE .. 

£39 99 

HEAVEN N HILL__ 

£50 99 

NEXEN. . 

.CAU 

INT SUPERSTAR SOCCER _ 

CAU 

KILLER INSTINCT GOLO_ 

£43 99 

LAMBORGHINI 64_ 

£39 99 

LYIAT WARS 6 RUMBLE PAK. 

CALL 

MADDEN 64 

CALL 

MARIO 64 

£39 99 

MARIO KART 64 

09 99 

MARIO KART 4 OFFICIAL 
COLOUR CONTROLLER 

£63 98 

MISCHIEF MAKERS 

09 99 

MISSION IMPOSSIBLE_ 

CALL 

MORTAL KOMBAT TRILOGY_ 

MRC MULTI RACING 

.CALL 

CHAMPIONSHIPS 

.CALL 

NBA HANGTIME 

.CALL 

NFL QUARTERBACK CLUB 96 

.CALL 

Pll m WINGS 64 . 

09 99 

R0B0TR0N 64 

CALL 

SAN FRANCISCO RUSH. 

.CALL 

SHADOWS OF THE EMPIRE_ 

.£47 99 

SPOOKIE . 

£50 99 

STARnilST ... 

£50 99 

TONIC TROUBLE . 

.CALL 

TOP GEAR RALLY... 

0999 

TUROK DINOSAUR HUNTER 

CALL 

TUROK 4 1MB MEMORY CARO ... 

.CALL 

war r.nns 

CALL 

WAVE RACF _ 

£43 99 

WAVE RACE 4 OFFICIAL COLOUR 

CONTROLLER 

£67 99 

WAYNE GRETZKY 

CALL 

WETRIX 

.CALL 

YOSHI S ISLAND . 

.CALL 


VRF1 ARCADE 
STEERING WHEEL 

Analogue wheel with programmable 
buttons for 

the ultimate driving simulation 
£39.99. With Pedals £52.99 



COLOURED OFFICIAL^ 

NINTENDO 64 
CONTROLLERS 

Available in blue, green, 
red. black and yellow 
only £25.99 
199 H 


OR £ 22 . 99 FOR 2 OR MORE 


SHARKPAD PRO 64 

Enhanced controller with Auto-Fire 
and slow motion functions 
only £23.99 






SHARKPAD PRO 64 2 

Enhanced controller with Auto- 
Fire and slow motion functions 
only £22.99 


ARCADE SHARK STICK 

Arcade-Style Joystick with Auto-Fire 
and slow motion features plus memory 
card slot. Interchangable Joystick 

only £29.99 


& 




. ... SUPER PAD 

AVdll3Dl6 ^ ^ 

in Black. COLOURED 

B, “ e * Gre ® n * 8 way digital direction 
Red and control, memory card port 

Grev only £18.99 


9 * 


SUPER PAD 64 

only £14.99 

SUPER PAD 64 PLUS 

Auto-Fire and slow motion 
features and memory slot 
only £18.99 

MAKO PAD 

High precision control, ideal for 
fighting games. Has Auto-Fire, slow 
motion and memory slot 
'% only £20.99 

TRIDENT PAD 

only £16.99 

TRIDENT PRO PAD 

Auto-Fire, slow motion, memory 
slot. Rumble pak compatible 

s. only £19.99 





MAD KATZ STEERING WHEEL 

WITH PEDALS. True analogue steering, 
accelerator and brake 
Memory card slot. £55.99 
Also available with built-in rumble facility 



V3 RACING WHEEL 

300 wheel rotation, adjustable 
wheel positioning, unique 
table top or under-leg mounting 
option Programmable (ire 
buttons and separate analogue 


loot pedals 



ULTRARACER 64 

Hand helcTsteering wheel Programmable 
view change button and LED display. 
£28.99 


TOP GEAR 
STEERING WHEEL 


With programmable stick shift and racing pedals Humble 

£59.99 


tumble pak compatib 


Works on N64 PSX 4 Saturn 
available TOP GEAR PRO STEERING WHEEL 
Also with LCO display, programmable^ 


throttle hold 4 dynamic cornering I 


% 





































































































'■« mmmm available nowij 01993 844885 


It’s sometimes difficult to choose the right game for someone. Have they 
already got it? Will someone else buy it for them? Your problems solvedl - Buy 
Excitement Direct GIFT VOUCHERS! They can be used against any item we stock. 
Vouchers available £10, £15, £20, £25, £30 etc 


V 


9am to 8pm Mon-Fri, 10am to 7pm Sat 
11am to 4pm Sun & Bank Hols. OR FAX ORDERS TO 

01993 840750 





OU BLE 


OFFICIAL RUMBLE PAK 

The Rumble Pak shakes your conlroller 
during the game play so you can feel 
hits, speed boosts and other sims 

only £12.99 



% 

SHOCKWAVE 

Unique SHOCK SENSOR adds 
force feed back to ALL GAMES 
Built in 1MB Memory Card 


OR PAK 

Vibrates In response to 
every bump and blast. It has 
a dual speed switch. 

only £11.99 


V. 

s' 



CABLES AND CARDS 


•m am prat M» progrvmut* nwnofy 
Memory Uanjgo jnd inert art itol 
npracnlMUf* 04 W 

Cam* Ultor M Contm cfedfc kx Hint N64 
pnriM mdudmg Uano 64 MjrtoK»t64 Wav* 
Ran Cflmn USA. P*ol Win®* l Shadow* of 


■eft* xk* 


(21 M 

ON 


Start* AV Caita ) phono ptagi «wih teal 

adaptaf CS« 

S VMS data Gnm a*fl*r piutty man a scad 
ota tM taquma SVHS oonwMUa TV or 
Vttro CBN 

Scan C*m*rt*r Crtto Canvarta TV ugnal to 
•nabta yw to play a USA or Japanet* 
nectar* DAM 

Otttcial ntk Memory Cart _ tU N 

nUS totmory Car* _ D M 

IMS Memory Cart » M 

AMI Memory CaM _DI M 





MISCELLANEOUS 



? earn* eorffiroim 19am* cartndgn and 
6 memory pacto DS M 

Official Control PaA Cat* . DIM 

U*rv*ftal Cam* Adapter (UK.USA) 

Ootutl ptoy wav* Rac* or Storto. (14 M 
STO Adaptor (UKAISA) Ptoyt Starto. but 
not WtoreRac* (16 M 

Omctal Mane Ran MPtaym 6wia DM 

Official Mane 64 ftay*n C»M* Cl M 

Official loro* Player Geld* . CSM 

e Secreti C9 M 



SE MATS 


Wave Race. Mario, 
Mario Karl, N64 
Logo, and Bowsar 

only £5.99 


WRIST RESTS i 

also available 

£6.99 




Please call for details 


ten 



PlayStation & 
Tomb Raider 2 £154.99 
J. Croc £31.99 
Formula 1 ‘97 £39.99 
PTomb Raider 2 £35.99 


xcitement Direct Is Nintendo Direct's largest independent. 
It rights reserved. All trademarks recognised. 


Buy a UNIVERSAL GAME ADAPTER, 
ust fchft.Q® or fDJi.W) If bought at tha 
same tlma at any gama 


US NINTENDO 
64 GAMES 



AERO FIGHTER ASSAULT 
CUYFIGHTER 63 1/3 

CRUlSUt U 8 A.._.„ 

DARK RIFT_ 

DOOM 64.. 

DOOM 64 ABOLITION 

DUKE MJKEtf. 

EXTREME G.. 

FI POLE POSITION _ 

GRETZKY 91.. 

HEXEN 64.... 

INT SUPERSTAR SOCCER 64 

JEOPARDY.. 

MADDEN 64__ 

MISSION IMPOSSIBLE 


£57 99 MK MYTHOLOGIES SUB ZERO £57 99 
£57 99 MORTAL KOMBAT TRILOGY £57 99 
£57 99 MULTI-RACING CHAMP SHiP £57 99 

£54 99 NBA HANGTIME .. £54 99 

£5799 NFL QUARTERBACK 98.£57 99 

...157 99 0UAKE~~.£57 99 

. ..£5799 ROBOTRON _ £57 99 

£57 99 SAN FRANCISCO RUSH ..£57 99 

£57 99 TUROK DINOSAUR HUNTER £57 99 

£57 99 TUROK & 1 MB MEMORY CARO £57 99 

£57 99 WAR GODS £57 99 

£57 99 WAYNE GRETZKY . £S7 99 

£57 99 WCWvtNWO..£57 99 

. £5799 WCW vi THE WORLD £5799 

£57 99 WHEEL Of FORTUNE.. £57 99 


SUPER NES GAMES 


AKKONOIV ..... CALL 

BATTLE CLASH .£1799 

DONALD DUCK MAUI MAUARO £29 99 

DONKEY KONG COUNTRY 2 . (7999 

DONKEY KONO COUNTRY 1_£39 99 

EMPIRE STRKES BACK __ 07 99 

EVA 97 CM 99 

F ZERO ... C14 99 

NT SUPERSTAR SOCCER DELUXE £39 99 

JUNGLE BOOK - __ £28 99 

KILLER INSTWCT C12 99 


SUPER STREET FIGHTER 2 
SUPER GHOULS A GHOSTS 
SUPER INTERNATIONAL CRICKET 

SUPER MARC KART _ 

SUPER MARC WORLD 

SUPER METRO® .. 

SUPER PUNCH OUT _ 

SUPER STAR WARS ... 

SUPER SOCCER 
SUPER TENNIS 

‘ ATTACK .^. . 

A DR MARC 


C2S99 
C2399 
11799 
C24 99 
.11799 
C19 99 
£1999 
11799 
£17 M 
£1699 

S?8 




T840NE 8 PUM8AA 

£3399 

KIRBY S GHOST TRAP 

"C21 99 

im mom 

£44 99 

£2899 

LAMBORGHINI _, 

£32 99 
£28 99 

ULTIMATE MORTAL KOMBAT 

VORTEX 

DON KING 

£1899 

LOST VIKJNGS 2 . 

£28 99 

mezz_ ... ... 

£24 99 

MARO ALL STARS 

£1799 

WILLIAMS ARCADE GREATEST HITS 

WINTERS GOLD.... 

£27 99 
f?7 99 

MARVEL SUPER HEROES 

£44 99 

MR DO ... 

£1999 

YOSHI S ISLAND 

ni n 

MS PACMAN ... 

£27 99 

ZELDA 

£1899 


NBA HANG TIME 

NHL 90 _ 

OSCAR. .. 

PHANTOM 2040 
P10T WINGS 
PREWSTORIK MAN 
PRMALRAGE 
PRWCE OF PERSIA II 
REALM 

RETURN OF THE JEW 


SIM CITY 


£39 99 
£39 99 
£24 99 
.117 99 
£22 99 
£1699 
117 99 
£29 99 
£26 99 
£27 99 
£2899 
£24 99 


SUPER NES 

HARDWARE & ACCESSORIES 

OFFICIAL NINTENOO CONTROLLER £1299 
NINTENDO AV ADAPTOR £t299 

NWTENOOAV CABLE _ £12 99 

ACTION PAD SN LOGIC 3 £7W 

SN PROPAD £899 

SPNNT PAD SN LOGIC 3 £999 

SCARTCAaES £899 

SUPER 16 CLEAR JOVPAD *11 99 


• =5® 


ACTION PAD SN LOGIC 3 

6 Fire buttons. Auto-Fire 

only £7.99 


SPRINT PAD SN LOGIC 3 

6 Fire buttons. 
Auto-Fire, slow motion 

only £9.99 


SUPER NES & SUPER MARIO ALL STARS 

only £91.99 



GAMEBOY GAMES 

HARDWARE AND ACCESSORIES 


ALIEN OLYMPICS 

ALLADIN 

alleyway 

ASTEROCS / MISSILE COMMAND 

BATMAN i 

mmuL .. 

BEST OF BES1 
BUG8 BUW4Y2 
CHOPLIFTER 

awwauSc— .. 

OESERT STRIKE 
D ONKEY KONO LAND ? 

OONKEYKONG LAND 3_ 

ORAGON HEART 

nfipL_ 

DUCK TALES 
FIST OF NORTHS TAR 
Fl RACE 
GOGOTAIK 

golf _ 

GREMLINS" 

HUNCHBACK OF NOTRE DAME 
tOONEY*) 

JAMES BONO 007_ 

JELLYBOY 
JUNGLE BOOK 
JUNGLE STRIKE 


£1499 
£18 99 

111 99 
£9 99 
£17 99 
£1199 
n<99 
£17 99 
£14 99 
£1719 
£1699 

m B 

£20 99 

new 

£999 

new 

new 

£11 w 

f 16 W 

£11 W 
£1799 


WUER INSTINCT 6 CASE 
KIRBYS BLOCKBAU 
KIRBYS DREAMLAND 
LION KING 
LOONY TOONS 
MARC 8 YOSHI 
MARIOS P1CROSS 
WKCRO MACHNES__-_ 


£18 99 
1U99 
114 99 
1999 

118 99 
£1199 

£1899 

new 

nw 

fiew 


£15* 


MOLE MAMA 

£1699 

MORTAL KOMBAT I 42. 

HIM 

MR NUT? 

£21 99 

MGEL MANSELL _ 

£14 W 

PINBALL FANTASIES 

£1719 

PINBALL DELUXE 

_£1799 

primal rage 

£13 W 

RETURN OF THE JEO 

£1999 

ROAD RASH .. 

£1999 

SOCCER .. .. 

£1299 

SPEEDY GONZALES 

-._.117J9 

STARGATE. 

£1999 

star wars _ 

£1999 

STREET RACER . 

£1999 

SUPER MAAKX.AN0 1 

£1919 

SUPER MARKX AND ' 

117 W 

SUPER JAMES POND_ 

.114 99 

T A/MANIA_ 

—.£1799 

TARZAN 

£1SW 

TENNIS .. 

.£11 99 

TETRIS ATTACK 

£1999 

TETRIS BUWT.. 

£1999 

TETRIS PIUS 

H7J9 

TWY TOONS 

£1719 

TOPSY TURVEY GAME .. 

£24 99 

TO6MW0EN ... 

£2399 

TRACK MEET_ 

11699 

WARKD BLAST _ 

£1999 

WAP 10 LAND 

£1999 

WAVE RACE 

.£819 

ZELOA 

£1399 



AVAILABLE Hi BLUE TBlACK CLEAR. QRtlN AMD R 

COLOUR GAMEBOY POCKETS 

TtaTTM 811MMm. UOHTTK, »UT TIM ICHItH IS AS niO 
A8 THC OfllQIHAL GAME BOY tOUW, AMO fT8 rVEta ■HHIMTl n 

VJLIMLVBBI 



onl 

£52.99 

CLEAR GAMEBOY POCKET 
& METROID II, WAVE RACE 
& SLIP CASE 


SILVER GAMEBOY 
POCKET & TETRIS 

W:£ on| y 

' £47.99 





wUmLw _ 




VIRTUAL PETS 


Virtual Pats can halp tsach children about tha responsibility 
of caring for real Ufa pats and are alto great fun. 

WE HAVE MANY AVAILABLE 

Nekoicha Cat, Bobo Dog , Koo Koo Chicken 

and many more, please call for dotalta. 

We also have Headline, 
which has 7 different fortune tailing functions. 

s. Prices from £9.99 Colour and shape may vary 


Exchange policy on new goods - N 
receipt by recorded delivery and 
the Item iar ‘ 


I- 

| NAME 


da • N you are unhappy wt 
md subject to a fee (1<r.. 
In PERFECT condition 


with your goods for any 
“ — we will i 


minimum CS), v 


I. simply return them 
swop It lor another Item We 



t condition within 3 day* of 
» tha right to refuse exchange If 


ADDRESS 

item 


I POSTCODE 

I tel 

I SIGNATURE 


iMiTonr«uvym>a mat> t* »w P&P 

I | | |—| r—-I i TOTAL 

| CASH |_| CHEQUE (Please allow 8 days for cheque clearance) |_| POSTAL ORDER 1 _I CARD I_I 


-PRICE 


CARD NUMBER 


]□□□□□□□ gsrODDD k* □□ 


■ PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS ONLY SEND CASH IN A RECORDED/REQISTERED ENVELOPE 
1 CHEQUES PAYABLE TO EXCITEMENT DIRECT 1ST FLOOR. STREATFIELD HOUSE. ALVESCOT ROAD 
| CARTERTON. OXON. 0X18 3X2 MB . 

e*ff>*jTMi^KH y*t Lx avaAabta Plea— phone to (Hock aviUiMitv M MAO EXOTEMENT DIRECT LIMITED Q | 
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CHEAT ^CENTRAL 


Finally, Cheat Central is trembling on the brink of making it to a whole three pages! But 
not quite. Still, a couple more months with as many games as we’ve reviewed this issue, 

AND ALL YOUR PRAYERS WILL BE ANSWERED, ABOUT FROM THE ONE ABOUT MELINDA MESSENGER. 


72 Goldeneye 

Part two of our monstrous solution to Nintendo's amazing 
James Bond game. This issue, we guide the super-smooth spy 
as far as the military archives of St Petersburg - next issue, 
it’s an all-out race to the finish! 


| GOLDENEYE 


KIRGHIZSTAN, USSR 
SOVIET MISSILE SILO 


84 Mischief Makers 

Or for Japanophiles, Go! Go! 
Troublemakers. Nintendo 
have taken Marina the 
robot maid under their 
wing - we tell you 
everything you need 
to know about this 
entertaining 
platform 
game! 


* 


MACE: THE DARK AGE 

Probably the best beat-’em-up on the N64 to date, not that that’s saying 
much. Still, it's good fun, which can be enhanced with these spicy cheats! 

Highlight the character you want to 
use and press L or R, C Up, C Down, C 
Left, and C Right for five different 
costume colour schemes. 

To Play Two Player 
Practice Mode 

Highlight Practice on the menu screen 
and press Start simultaneously on 
both controllers. Select the desired 
characters, and knock each other 
about for as long as you like with no 
death! (Boring!) 


Change Character 
Costumes 



Bonus Stages (two-player mode) 

To play on the bonus stages, highlight each of the characters listed in order 
and press Start every time, then select the character you want to play with. 


Stage 

Characters 

Mini Golf Course 

Koyasha, Mordus Kull, Takeshi 

Grendal’s stage 

Namira, Koyasha, Taria 

Grendal's stage 2 

Mordus Kull, Taria, Ragnar 

Big heads 

Koyasha. AT Rashid, Takeshi 

Small characters 

Takeshi, Al’ Rashid, Ragnar, Xiao Long 

Random Al 

Hell Knight, Xiao Long, 

Dregan, Namira (works in one-player) 




Fight As Grendal 

Win three times in two player mode, 
then on the select screen for the 
fourth match, highlight the 
Executioner, hold Start and Grendal 
appears. Don’t release start, and 
press Quick to select Grendal. 



Fight As Gar 
Gunderson,The War 
Mech or Ichiro 

When the first screen appears when 
you turn the power on, rotate the 
analogue joystick in an anticlockwise 
direction from the right and you’ll hear 
a chime. Gar Gunderson and Ichiro 
will appear on the character selection 
screen above the Executioner. 



Fight As Pojo 
The Chicken 



Successfully perform Taria’s execution 
(doing it in two player mode is 
easiest). Then begin another match 
and highlight Taria, hold the Start 
button down on the selection screen 
and Pojo will appear. Without 
releasing Start, press a Quick button 
to select Pojo. If you’re in two player 
select mode, they can do the same 
thing and it’ll be Pojo against Pojo! 

Select Start Stage 
(Two-Player Mode) 

Highlight the desired fighter on the 
character selection screen and press 
the Start button four times to 
compete on their home stage, then 
select the character you want to fight 
and begin. 

Bonus Stages 
CTwo-Player Mode) 

To play on the bonus stages, highlight 
each of the characters listed in order 
and press Start every time, then select 
the character you want to play with. 



















































Cheat Central 


MULTI RACING CHAMPIONSHIP 1 

This snaky off-roader has now been surpassed by Tor Gear Rally , but judging 

FROM ITS POSITION IN THE CHARTS LAST TIME WE WENT DOWN TO THE SHOPS A LOT OF 
YOU ARE BUYING IT. SO YOU'LL APPRECIATE THESE LITTLE NUGGETS. 



Quick Start 

Hold down the A button at the 
beginning of the race when the 
countdown reaches *i\ 

Downtown 
Track Shortcut 

Drive on past the windmills and zig¬ 
zags uphill and look for the wide 


turn near the waterfall. There is a 
tree next to a one way sign on the 
right edge of the track. If you drive 
towards the tree you should find a 
gap in the fence that will lead you 
onto a dirt road. The road passes 
through the waterfall into a tunnel 
and you’ll emerge close to the 
finish line. 



TOP GEAR RALLY 

Not so much CHEATS as HINTS - AS yet, we haven’t found ANY PUSH¬ 
BUTTON CHEATS THAT LET YOU ACCESS NEW CARS OR TRACKS. BUT THAT'S NOT 
GOING TO STOP US LOOKING... 


O 

Q 


Strip Mine Course Bonus Cars 



DIDDY KONG RACING 

JUST A TASTER OF A CHEAT FOR THIS /Sio 

EXCELLENT NEW RACER-TO GET A 
TURBO START, PRESS AND HOLD THE 
ACCELERATOR AS THE WORDS 'GET 
Ready'FADE OUT. If YOU WANT A SUPER 
TURBO, WHICH |ETS 
YOU AWAY IN A 
BLAST OF BLUE 
FLAME, PRESS THE 
BUTTON A FRACTION 
OF A SECOND 
BEFORE THE WORDS 
FADE ENTIRELY. 

Who NEEDS 
ThrustSSC? 


Finish season six in first place in 
all races. 


O 

0 < 


UPRA 

Ice Cube) Car 

Complete the six seasons of the 
third year. 


Complete the 
following seasons 
to access 
displayed 
cars: 



Mirror Courses 

Mirror courses are selectable after 
completing all the seasons and 
accumulating a certain number of 
points in championship mode. 

Alternate Credits 

On the options screen, select the 
credits icon and press Left, C 
Down, Right, Down, Z. A new 
credit screen will be displayed. 


Season 

Car 

2 

Type CE (Toyota Celica) 
and Type IP (Isuzu P) 

3 

Type M3 (BMW M3) and 
Type SP (Toyota Supra) 

A 

Type NS (Nissan 

Skyline) and Type RS 
(Ford RS 200) 

S 

Type PS (Porsche 959) 

Mirror 

Milk Truck and 

Helmet Car 


CLAYFIGHTER 63 1 /? 


CUH, THE GAME'S NOT EVEN OUT YET AND ALREADY WE*VE GOT THE CHEATS FOR IT? WELL. WE’RE SURE YOU'LL BE ABLE TO MAKE 
USE OF THESE AT SOME FUTURE MOMENT - BUT REMEMBER, NEVER BUY A GAME WITHOUT READING OUR REVIEW FIRST! 


Cheat Mode 

On the character selection screen, hold L and press 
Up, Right. Left, Down, B. A. The options screen 
should now display a cheat selection option. 
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GOLDENEYE 

We’ve been expecting you! Part two of 
our massive mapped solution this 
issue takes Bond to St Petersburg on 
the trail of the Goldeneye satellite. 

K1RGH1ZSTAN, USSR 

Part 1* 

SOVIET MISSILE SILO 



Start Position 

This is thi first missik silo, where you 
start. Thi missiles are impervious to 

DAMAGE FROM SMALL-ARMS FIRE. SO DON'T 
ROTHER TRYING ITt 


00 Agent 

Plant bombs in fuel rooms 

General Ourumov is obsessed with security and has stored highly explosive 
fuel in caches built into the walls of each lab within the silo. There are two 
caches in each room, and you must place a magnetic incendiary device on 
one cache from each pair. It is important to note though, that when you 
place the first charge, the timer starts counting down, so if you’re a 
particularly slow player, it’s advisable to place the charges after you’ve 
completed the other mission objectives! On Secret Agent level, you don’t 
have to plant the bombs yourself, but be warned - the countdown to 
detonation begins the moment you enter the level! 

Agent, Secret Agent, 00 Agent 

Photograph satellite 

MI6 needs a picture of the Goldeneye satellite for their album. Use the 
camera provided by Q in your equipment, and make sure you're 
photographing the right item (don’t snap the nose cone in one of the other 
labs by mistake). 

Secret Agent, 00 Agent 

Obtain telemetric data 

The scientists have backed up Goldeneye telemetric data on a DAT tape. 
Wave your gun in a threatening manner at the scientist marked on the map 
and he’ll give it up. 

Secret Agent, 00 Agent 

Retrieve satellite circuitry 

There are four circuit boards in the installation that are vital to the silo’s 
launch systems. The boards are a green colour and are found in three of the 
labs. Pick 'em all up! 

Agent, Secret Agent, 00 Agent 

Minimise scientist casualties 

Okay, easy as pie. As with previous missions, simply don't shoot them! 



Circuit Boards 

The first lab 

CONTAINS TWO CIRCUIT 

boards. Collect all 

FOUR AND YOU'LL BE 
ABLE TO BUILD YOUR 
OWN AM/FM RAOIO! 


Key Cards 

TO EXIT THE LABS. 
YOU’LL NEED TO GO 
THROUGH THE DOORS 
AT THE TOR OF EACH 
SET OF STEFS. THE 
DOORS ARE LOCKED 
TO BEGIN WITH. AND 
THE KEY IS USUALLY 
HELD BY A 
SCIENTIST. 

Here, 

PROFESSOR.. 




















































Goldeneye 



Missile 

I KNOW IT LOOKS ‘SPACE-LIKE’. BUT BE ASSUBED, 
THIS IS HOT THE GOLDENEYE SATELLITE. lT*S IN 
THE NEXT LAB UN, SO GET GOING! 



Satellite 

NOW, THIS IS THE SATELLITE! HOW COULD 
YOU EVEB GET IT MIXED UK WITH THAT 
NOSE-CONE THINGY? 



Silo 

Two or THE SILOS ABE EMPTY. AND THIS IS ONE 

of them. Usually they'll be packeo with 

GUABDS, JUST ACHING FOB A BIT OF GUNPtAY. 



Computer Rooms 

The two booms with the computebs in have 

NO BELEVANCE TO THE MISSION. THEV'BE 
BLOODY GOOD FUN TO BLOW UP THOUGH! 








Fuel Caches 

The fuel is stobed in 

THESE CONTAINEBS ON THE 

wall. Placing the 

EXPLOSIVES COULDN'T BE 
EASIEB, WHICH BAISES THE 
QUESTION: WHY DO YOU 
HAVE SIX EXPLOSIVES WHEN 
YOU ONLY NEED FOUB? 
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MONTE CARLO, 
MONACO 

Part 2: 

FRIGATE LA 
FAYETTE 


Agent, Secret Agent, 00 Agent 

Rescue hostages 

This is a primary mission objective. Unfortunately the enemy has at least 
one operative holding a gun at point blank range on every hostage on 
board. Regardless of your feelings on setting fire to innocent lambs and 
preventing British truckers from earning a living, you must take out the 
guys with the guns without hitting the French hostages. Sometimes this 
means not taking the obvious entrance to a room, but instead sneaking in 
through the back door. 

Secret Agent, 00 Agent 

Disarm bridge bomb 

There are two bombs on the ship. The first is on the bridge Use Q’s bomb 
defuser to disarm it safely (and don't shoot it 1 ) 

Secret Agent, 00 Agent 

Disarm engine room bomb 

A second bomb has been placed on the computer console situated on the 
upper catwalk of the engine room Make sure you dispose of the troops in 
the engine room before you approach the bomb, as a stray bullet could 
mean disaster. 

Agent, Secret Agent, 00 Agent 

Plant tracking bug on helicopter 

The helipad is at the rear of the La Fayette. To plant the bug. select it from 
your inventory, and throw it at the chopper using the trigger button. 




Hostage Situation 

These two rooms are connected, and doth contain hostages. You must shoot one guaro, then 

DIVE INTO THE NEXT ROOM AND SHOOT THE SECOND IMMEDIATELY, OR IT*S 600DDYE Mr FRENCHMAN! 
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SEVERNAYA, CIS 

Part 2: 

INSTALLATION 




3 


00 Agent 

Disrupt all surveillance 

EQUIPMENT 

Remember the video cameras in 
the bunker? There are now four 
cameras above ground. Destroy 
these ASAP, as you did the ones 
in the bunker. One is on the hut 
that contains the comms room 
key. Another is on the stairs in the 
satellite building. One is fixed to 
the rear of one of the bunkhouses 
inside the chain-link fence and 
the last is on one of the pair of 
empty huts just along from the 
chain-link surrounded compound. 

Agent, Secret Agent, 
00 Agent 

Break communications 

LINK TO BUNKER 

The comms room key is held by a 
special forces officer who is in the 
hut where you got the first key 
last time. Take out the officer and 
grab the key. When you reach the 
satellite building, enter the 
comms room and this time, 
instead of fiddling with on/off 
switches, blow the flash CPU and 
its dual hard drives to hell! 

Secret Agent, 

00 Agent 

Disable Spetznaz support 

AIRCRAFT 

Did we say disable? What we 
really mean is take Q’s timed 
mine, attach it to the helicopter’s 
fuselage, and run like hell, 
because it goes up like a... er, 
bomb. 

Agent, Secret Agent, 
00 Agent 

Gain entry to bunker 

The ventilation tower is out of the 
question this time, as since your 
last visit General Ourumov has 
had the gate welded shut. This 
time, head directly for the bunker 
door next to the helipad. 
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SEVERNAYA, CIS 

Part 2* 

BUNKER COMPLEX 



78 


Secret Agent, 00 Agent 

Compare staff/casualty lists 

MI6 need to know the names of the personnel 
behind the La Fayette hijacking. The information is 
contained on two lists, a staff list and a casualty 
list. The staff list is in a document which is always 
in the same place on the map. The other is on a 
clipboard held by a Siberian special forces officer. 
The problem with this item, and other items such 
as keycards and keys, is that once the shooting 
starts (and it will start) every soldier in about a 
mile radius of you will come rushing along to join 
in. For this reason, it is not possible to pinpoint the 
soldiers that have specific items - so you’ll just 
have to search everyone! 

Agent, Secret Agent, 00 Agent 

Recover CCTV tape 

The object of this is to eliminate all proof that 
you’ve been in the complex. The videotape is kept 
in the room adjacent to the ventilation tower (ie, 
where you entered first time around). You’ll know 
the tape when you see it, as it acts as a bit of 
flagrant advertising for the home video industry. 

Secret, 00 Agent 

Disable all security cameras 

There are five video cameras that will alert guards 
to the presence of any intruder. Their locations are 
all marked on the map, so get them before you are 
spotted! Taking them out from a distance is a useful 
tactic, or even try firing through a door - otherwise 
just make sure that you're quick on the draw! 

00 Agent 

Recover Goldeneye manual 

Ourumov has had the Goldeneye manual locked up 
in a safe guarded by several of his Siberian special 
forces troops. Two keys are required to open the 
safe. One key is with the guards in the room 
containing the safe. The other is carried by another 
guard who is stationed in the computer room. 

Agent, Secret Agent, 00 Agent 

Escape with Natalya 

The key to Natalya’s cell is carried by the guard 
just outside your cell. However, when you release 
her she will follow you around, often wandering 
aimlessly through crowds of guards; since she 
doesn’t have an amazing talent for dodging your 
bullets, it’s best to leave setting her free until 
last, when you’ve cleared the rest of the complex 
of’hostiles’. 




Casualty lists 

The cupboard 
contains the casualty 
LISTS, AND IS CARRIED 
BY A SPECIAL FORCES 
OFFICER. H( WANDERS 
AROUNO THE COMPLEX, 
SO YOU’LL JUST HAVE TO 
SEARCH EVERYONE. 



Safe room 

One of the first rooms you fino is the one with the safe. Once you’ve 

CLEAREO IT OF ITS OCCUPANTS, FIND SOME COVER ANO GET YOUR TRIGGER FINGER 
READY. BECAUSE THE MAJORITY OF THE RUSSIAN ARMY COMES POURING IN THE 

door. This is a handy way to get a lot of the items you need. 


mm 





Exit 
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Agent, Secret Agent, 

00 Agent 

Contact Valentin 

Make your way through the park to 
the red cargo container and enter it to 
meet Valentin Zukovsky. He will talk 
to you and tell you where to meet 
janus - by the statue of Lenin. As 
soon as he finishes talking, make 
your way to the statue at the far end 
of the park. Don’t leave until he’s 
stopped gassing on though, or you 
won’t be able to complete the 
mission! 

Agent, Secret Agent, 

00 Agent 

Confront and unmask Janus 

When you get to the statue, Janus will 
appear with his bodyguards. Shock 
horror - it’s your old mate Trevalyan! 

At this point put your gun away. If you 
don't, Janus will warn you, and if you 
still don’t the guards will open fire 
and Janus will run off before you can 
discover his identity. Play along until 
the ‘objective completed’ message 
appears. After this you can either wait 
for janus to finish his speech, or just 
move towards him. Either way he will 
run off. 

Agent, Secret Agent, 

00 Agent 

Locate Pirate helicopter 

The stealth helicopter has now 
landed on the field back where you 
started. After Janus runs off, a 
countdown starts. You must reach the 
helicopter before it explodes. 

Agent, Secret Agent, 

00 Agent 

Rescue Natalya 

Janus has brought along Natalya for 
protection. Approach the helicopter to 
find her lying unconscious on the 
ground. Go up to her to wake her, 
then move away from the helicopter 
fast, because she’s gonna blow! (The 
helicopter, not Natalya - fnarr fnarr!) 

Agent, Secret Agent, 

00 Agent 

Find flight recorder 

The black box flight recorder will be 
thrown into the park by the explosion 
of the helicopter. Nip back in and find 
it before you leave. The recorder (a 
bright orange box) lands in a random 
location each game, but you’ll be told 
if you’ve gone too far back into the 
park. a 


ST PETERSBURG, CIS 

Part 2: 

STATUE PARK 


Heticoptof dostioyed 


The helicopter explodes after a short 
countdown. If you don't find it in time. 



Starting point 

You start off by this huge statue with a 

HAND WHICH POINTS THE WAY INTO THE PARK. 

What are you waiting for? Get moving! 



Flight recorder 

The fught recorder 

ALWAYS LANDS AMONG 
THE RUBBLE FAIRLY 
CLOSE TO THE BOTTOM 
OF THE SLOPE. lT*S 
QUITE EASY TO SPOT. AS 
IT'S BRIGHT ORANGE. (I 
THOUGHT IT WAS MEANT 
TO BE A BLACK BOX?) 



VBkMtivt Good evening. Mi Bond 
These «o slionge limes . 


\ 

A v 


Valentin 

Valentin is quite a portly fellow, and 

HIDES INSIDE THE RED CONTAINER. No MATTER 
HOW MUCH YOU WANT TO. DON'T KILL HIM. AS 
HE WILL GIVE YOU |ANUS* LOCATION. 



Mishkin around 

When you return to the gates you'll find 
Natalya being held at gunpoint by Russian 

GUARDS UNDER THE COMMANO OF MlSHKIN. 
YOU CAN'T KILL THEM WITHOUT HER 6ETTING 
SHOT. SO MAKE SURE YOU PUT YOUR GUN AWAY. 
THEN GO AND TALK TO MlSHKIN. 
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ST PETERSBURG, CIS 

Part 2: 

MILITARY 

INTELLIGENCE 

ARCHIVES 



Agent, Secret Agent, 
00 Agent 

Escape from interrogation 
room 

You start in a room with two GRU 
agents and your unloaded 
weapon with a clip on the table in 
front of you. You can grab the 
gun, load it and shoot the two 
agents, but it is better to walk 
round the room, and karate chop 
them both, which won’t make as 
much noise, and should give you 
more time to get ready for the 
flood of guards that will arrive at 
the first sounds of gunfire. 

Agent, Secret agent, 
00 Agent 

Find Natalya 

Natalya is detained in another 
room with GRU agents (marked 
on the map). When you enter the 
room, she won't immediately run 
clear, so make sure she doesn’t 
get in your line of fire when you 
shoot the agents. 

Secret Agent, 

00 Agent 

Recover helicopter flight 

RECORDER 

Defence Minister Mishkin has the 
flight recorder locked in a safe in 
one of the downstairs rooms. 
When you enter the room, don’t 
shoot him; talk to him, and he 
will give you the key to the safe. 
Kill him, and you’ll never get the 
recorder! 

Agent, Secret Agent, 
00 Agent 

Escape with Natalya 

Make sure Natalya is following 
you, and make your way to one of 
the windows in the library. Shoot 
the panes of glass out and make 
your way to freedom. 


In the beginning... 

The room you start in has two armed 
agents guarding you. One of them has the 

KEY TO THE DOOR, SO YOU'll NEED TO DEAL 
WITH THEM REFORE YOU CAN LEAVE. 


Body armour 

Body armour is a must on this level, and conveniently 

THERE’S SOME IN THE ROOM DIRECTLY OPPOSITE WHERE YOU ARE 
HELD TO START WITH. 


(k»«d So Mi Bond. wtvM do you know 
•bout I ho Iholl of (ho 
(toktonoyof 




Leaving the interrogation room 
When you make your escape from the start 

ROOM, EXPECT a MASS OF GUARDS ANO GRU 
AGENTS TO PURSUE YOU. lT*S ADVISABLE TO GRAB 
A MACHINE GUN THE FIRST CHANCE YOU GET. 


Mihkm It BppoBfS you ww« cot root. 

Mi Bond 



—A®! 

*4 

\ \*l" 


Mishkin 

Defence Minister Mishkin is in the room 

WITH THE SAFE. IF YOU CAN RESIST THE 
TEMPTATION TO KILL HIM. HE’LL GIVE YOU THE KEY 
TO THE SAFE WHICH HOLDS THE FLIGHT RECORDER. 



Flight recorder 

AS IF IT'S NOT ENOUGH THAT YOU HAVE TO 
RECOVER THE FLIGHT RECORDER ONCE. YOU HAVE 
TO RECOVER IT AGAIN! IT'S A LITTLE EASIER THIS 
TIME THOUGH - |UST OPEN THE SAFE. 


























































Goldeneye 





Natalya 

Natalya can be found in the room marked 

HERE. |UST OFF ONE SIDE OF THE LIBRARY. SHE 
IS BEING GUARDED BY A COUPLE OF GRU 
OFFICERS, AND HAS THE ANNOYING HABIT OF 
RUNNING RIGHT INTO YOUR LINE OF FIRE WHEN 
YOU TRY TO DEAL WITH THEM! IF NATALYA DIES, 
YOUR MISSION IS OVER, SO TAKE CARE HERE 
AND PICK YOUR SHOTS. IF THE SHOOTING GETS 
TOO INTENSE. NATALYA WILL PANIC AND FLEE - 
SHE HIOES OUT IN ONE OF THREE LOCATIONS, 
MENTIONED ABOVE. lT*S POSSIBLE TO CATCH UP 
WITH HER WHEN SHE RUNS; IF YOU DO THIS, 
SHE’LL CALM DOWN AND SHOULD FOLLOW YOU 
AROUND FROM THAT POINT. 


In PART THREE, BOND MUST ESCAPE ST 

Petersburg in a tank, fight his way 
through Janus’s private army and 

FACE OFF AGAINST THE EVIL VILLAIN IN 
THE JUNGLES OF CUBA! Be HERE NEXT 
ISSUE FOR THE EXPLOSIVE CONCLUSION 

to Goldeneye — only in 64 Magazine! 



| 
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1.3 - Clanball Land 

Pulling on the white balls in the amusement 

park will create stars. The top ball gives you the star 
for the second area. Once there, move left and pull 
the fast moving white ball on the rollercoaster to ride 
it, then pull down on it to make a new white ball 
appear in a circle. Get off the moving ball when you 
reach the new ball. Pull on that to find another new 
ball above and to the right of the merry-go-round. Pull 
this ball and the exit star will appear above and to the 
right of the ball spring. 

Yellow Gem: On the roller coaster, the fast orange 
ball drops bombs when you pull it. When you get over 
the red blocks pull the orange ball to drop a bomb and 
reveal a star which will take you to the gem. 


Djf 1.5-3Clancer Kids 

YOU NEED TO CATCH THREE CLANCER 

W children and take them back to the house. 

The smallest one can be found jumping back 
and forth over the fire. To get the medium-sized 
one. pull on the orange ball positioned over the 
flames to make a spring to the left and use it to go 
up. Then use the next spring to go left and catch the 


child who will be jumping backwards and forwards 
over spike balls. The final kid is on the far right. If 
he runs off. he will run upwards until he reaches the 
top and jumps down. Chase him to the top and 
move towards him till he jumps down, then retrace 
your steps and grab him (you'll be blocking his 
route if you do this). To get past the spiked balls, 
stand on the small hillock and throw the kid at the 
farthest ball, then grab him and make your way past 
while they are gone. Once all three kids are back 
you will receive the exit star and ten red gems. 

Yellow Gem: After capturing all three kids, use 
the spring to throw yourself to the right, then air 
boost upwards to reach the high block. Dig at the 
block with stars coming from it to get a bomb. Run 
back with the bomb to the second level of the maze 
and blow up the red blocks. Shake up the chap 
who's waiting behind the wall to get the gem. The 
chap you shake is the dad. and he can also be taken 
back to the start of the level. 


Talking to the old Clancer in the hut, and he’ll give 

you a bomb. The star which leads to the exit star is 
situated beneath a large pile of red blocks that you need 

to destroy with the _ ^ _ 

bomb (surprise!). ^ 

Yellow Gem: This is | 

found inside the first \'& Ti tkjj * 'j'xmpmm 

hut just along from 

the To 

it. pick up the Clancer " 

statue and drop it on M 

the fire, the quickly ' 

grab the gem. 


1 . 2 - 

Meet Calina!! 


Boost across the flames, 

then on the other side, go 
to the purple block with 
stars rising from it and 
press down and B to get 
some red gems. The first 
star takes you to a Clancer 
hospital: the exit star is in 
the upper left. 

Yellow Gem: There are 
some purple blocks above a 
green house to the left of 
the flames, lump, air boost 
up (double-tap the d-pad) 
and move right to get to the 
ledge with the gem. 


Spike Land 

Spike balls make their first 

appearance here. If you hit them 
they'll take energy from you and disappear 
temporarily. Pulling the white ball on the right 
will make another ball appear, following which 
you can move up and left to reach the exit. 


Yellow Gem: Jump up to reach a high 
ledge just before you reach the moving circle 
of spike-balls. Then run to the right, avoiding 
the rotating spike-balls to get the gem. 


pitying Guide 


Enter the weird, 
weird world of 
Marina, intergalactic 
robot maid! 


M1SO 


WORLD i - PLANE 


Oh, finally! I’ve been waiting 
for you!*I’m Nepton’s all-wise 

alI-Knowing, Geold. 


Recertify, a monster,named 
iHarjrw has been causing troublei 
'■e>e very busy 11 


Hariha! Are you going to torture 
aie tool? All people do is use 
o to tortire iwl! 

-yw -r' 1 1 


1 

?l 

(• 

' • 






































Mischief Makers 


IEF MAKERS 


CLANCER 




1.7 - Wormin’Up 

Teran's sister's garden is being 

attacked by a giant worm. Attack the worm 
by grabbing its head then repeatedly 
throwing it straight up in the air, letting it 
hit the ground and then immediately 
grabbing it. 

Yellow Gem: Easy to get as it’s on the 
worm. Pick it up, shake it 
once and the gem’s yours. 


SHU 




1.9- 

Western World 

Machine-gunnin*, block-clearin’ 

action! Destroy the little tank then 
grab the gun (shake it to power it up 
and triple its fire) and shoot the dark 
brown blocks. Destroy the Clancer 
with the gun, move right, dig into the 
star block for a bomb to destroy the 
next red wall, then grab another 
bomb and carry along right to destroy 
the wall in front of the exit star. 

Yellow Gem: When you reach the 
bomb, you will see floating blocks. 
Take one bomb up and right along the 
blocks until you reach the gem which 
is behind two red columns. Bomb the 
first column and then go back for a 
second bomb and grab the gem. 




1.10-Volcano!! 


Quite easy, this level; simply avoid the falling 

volcanic rocks (or lava bombs, as anyone who has 
seen Volcano will know) and make your way to the 
end of the level. 

Yellow Gem: At the pair of purple and white 
platforms, jump onto the bottom one, make your way 
to the top, then 
continue back to the 
left. Jump over every 
platform to reach the 
gem which is directly 
above where you 
started off. 


1.6- 

Blockman Rises 

A Clancer named Teran helps 

you in this mission by 
destroying everything in your 
path. You can move him left and 
right by air boosting; boosting 
up will make him punch 
upwards, and boosting down 
twice will make him attack to 
both sides. Enemies throw 
grenades that can knock you off 
the robot - just grab hold again 
and continue. 

Yellow Gem: This gem is held 
by the third grenade-throwing 
Clancer. Grab him and shake him 
to retrieve the gem. 




1.8-Crisis Nepton 

You NEED TO HELP TERAN AND HIS BIG 

mate guard their gem collection from 
invading Spur Clancers. Deck ’em all! 

Yellow Gem: You get all four gems, 
including the yellow one, if Teran and the 
other Clancer aren’t crying when the 
fight is finished. Initially this is difficult, 
as Teran cries quite easily, 
and if you throw him by 
mistake that’ll be it. 
However, if you 
pick up the big 
Clancer and throw 
him, he'll wipe 
out any bad 
guys he hits, 
and it doesn’t 
damage him! 


IO, 
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Playing Guide 


WORLD 2 - M1GEN 


2.2-Vertigo!! 

Take the bomb from its container and 

throw it to the right. Use the white ball 
which rises to reach and pull on the green 
ball, which makes the red blocks reappear. 

Go on up and along the platforms to reach 
the next bomb, which you’ll have to throw away 
twice. Pull the green ball to reset the screen again. 

You now need to throw the next bomb diagonally 
up and right, then pull the green ball again. Now throw the bomb so you 
can run ahead of the explosions. Stop when you reach the blue platform 
and jump to the green one for the exit star. If you cock it up, pull the 
green ball to start again after the explosions have stopped. 

Yellow Gem: While the explosions are going off, jump from the exit 
star onto the yellow platform and then jump up the red blocks, keeping 
ahead of the explosions, then jump onto the moving platform and ride to 
the top to get the gem. 


2.4 - Hot Rush 

YOU NEED TO ESCAPE BEFORE THE LAVA 

destroys the platforms. Run right ahead of 
the explosions and grab the first star. When 
it's clear, run over the blockade and grab the 
second star to teleport over to the exit star. 

Yellow Gem: Stand above the white ball 
part way through the level and wait for the 
red blocks to explode. Grab it as you fall, 
and then boost from it and air boost to get 
to the star. When you pull the white ball, 
another one appears before the exit. As you 
get to the exit, jump on to the ball and pull it 
to get the gem to fall out. 




2.6 - Flambee!! 

Grab the head of the bee when it 

attacks and air boost off the side of the 
platform over the lava, pulling the bee 
after you. Do this three times to kill it. 




2.1 - Sea of Lava 

Run until you reach the second green ball and 

pull on it to make a star appear on the left. Take the 
star then continue on to the right, avoiding the lava 
rising over the platforms. When you reach the lower 
platforms, run until you find the ball then use it to 
boost you to the upper ledge. Now go back left and 
cross the flame blocks. 

Yellow Gem: This is found towards the end of the 
stage and can be 
obtained by air 
boosting. Don’t worry if 
you fall in, as once 
you’ve grabbed the 
gem it’s yours 
permanently. 


2.3-Sinkor Float! 

Move right to the moving ball. The platforms 

will sink under your weight (too many cakes. 
Marina!), so keep jumping to keep them above 
the level of the lava. Use the ball to boost to the 
next platform and then use the next ball to reach 
the exit star. 


Yellow Gem: From the exit star you need to 
reach the far right. This is quite difficult, but the 
best method seems to be to hold up on the D- 
pad and press B when you’re standing on the 
very edge of the platform, then alternately tap C 
Up and C Right very fast so that you fly along. 
Land on the next platform, and repeat. 


2.5-Searin’Swing! 

Anyone for Tarzan? You need to swing from the chains 

of Clancers. Grab them and use them in the same way as 
balls. Swing through the level until you reach the exit star. 

Yellow Gem: Swing along from the exit star to the right to 
reach the gem. 




- **^'*?i 




wvv 

























2.8 - Freefall!! 

YOU NEED TO DROP DOWN AND GRAB THE CORRECT STARS TO 

leave this level. The first star is just before the very bottom. If 
you miss, a moving platform will take you to a star which will 
return you to the top. The correct stars are roughly halfway 
down the side sections. If you miss, you can jump back up (at 
the cost of some energy) by hitting the spike-balls. 

Yellow Gem: As you drop and the pathway separates to go 
around the star, bear right for the gap in the wall. Through 
the gap. drop and stay close to the left wall you should find 
the gem. 


2.10-Seasick Climb 

A STRAIGHT CLIMB TO THE TOP BY JUMPING FROM 

platforms and boosting off balls. Some of the balls 
stop the flow of spike balls when you pull them. 
Other balls will make platforms appear so you can 
move on. 

Yellow Gem: i ,irr V I 

nil up (mill the exit 'T&y ‘ " X w 
.is high as you can UciES' 

then lump left In get 
behind the wall of 

blocks and drop juJ&Tk 1 *’& 

down to the gem. IBM ■■■Km? 


To get more health, grab the bee’s 
back and pull on it to get blue gems. 

Yellow Gem: Grab the head of the 
bee and pull on it until the gem 
appears, then grab it. 


2.11 - Migen Brawl!! 

Migen starts out with a lizardly pal that you 

must destroy first. Grab Migen’s fists by holding up 
while pressing B as they come down. Throw the fists 
at his companion three times to get rid of him. Then 
catch Migen’s fists and throw them back into his face. 
When you get enough hits to Migen’s face you will 
free the 

Professor. ■y ^ 

fin-halls fill 

gems. 

Yellow Gem: -_ 

Beat Migen /•, 

hit once. ES^EZZZZ^M 


2.9 - Magma Rafts!! 

Ride on the black platform then switch to the red 

one carrying the Clancer. Use him to destroy the spike 
ball. Now jump onto the next black platform and 
repeat the process. Get to the spring ball, then use it 
to blast you across. 

■ 

platform, to Bf" " 

prevent it going Bj] 

under the lava, kick ^ I 

everyone else off if PE K 1 

and keep nB ' 

to stay afloat until 
rear h the 

Yellow Gem: 4 c -'■- *''******■'& w 

on the platform '* 

below the spr in; 

ball. Shake him for 
the 


2.7-Tightrope Ride 

Make your way over the lava on the moving balls, 

avoiding the spike balls. When you stop, pull the ball in 
the direction you want to go. At the ball wheel you can 
rotate it, and also lengthen and shorten the poles, by air 

boosting in a 

• I • t i' n ■< 

I I se t hr st a t. t hr t> 

boost off f tie 

descending balls 

"^15^ j£3. upwards 

^i r^jCr % exit star. 

Ye||owGem; 

Wi* ^ 

^'TV *1 you rear h the 

I platform to the 
left where the 

I gem is. 
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3.3 - Missile Surf!! 

Jump on the missile as it flies by. 

Move back to tilt it up, and forward 
to tilt it down. The missile will 
explode if its nosecone hits 
anything, so be careful. Don't get 
too close to walls above or you 
won’t be able to 

jSUEpJ change course! Grab 
I the bomb to nuke the 

'<‘<1 wall and o\u h tin- 
Hgn exit. 

Yellow Gem: Win n 

you reach tin- • a. 

I • 

tb.' m!ii of ■ in v ._ 

tivn boost ImiH.i 

M the exit star. 


3.5 - Go Marzen 64 

GO RIGHT TO REACH THE STAR, THEN MAKE YOUR 

way across using jumps and springers to move 
further right and through the maze to the next 
star. Next fight the hover Clancer by throwing 
the smaller Clancers back at him. When Marzen 
leaves his ship, attack him to finish him off. 


Yellow Gem: Boost off the orange balls 
with blue gems between them, then find the 
white ball below. Pull it for a bomb, and make 
sure you catch it, then bring it back to the jar. 
Mix it up and a jet-pack Clancer wilt appear 
that will let you fly! The gem is at the top of 
the level, among the red gems. 


3.1 - Clan pot Shake 


3.4 - Clan ball Lift! 

Ride the balls to the middle of the level. Reach the 
high platform and drop down, then boost off the ball 
across the gap and air boost up off the last one to get 
over the barrier. Use the 

swinging Clancers to * ' ™ 

reach the exit. 

Yellow Gem: This is 

above the swinging V 

Clancers; air boost over vr- 

them to t. 


Put the jar under each of the balls and pull on them 

to make the contents fall into the jar. Get four grenades in 
all, then mix them for a bomb, and use it to blow up the 
red blocks. Now take the star to the top and the springing 
Clancer. Grab him and use left and right to make him 

moye. Hold up to 


bounce higher and 
down to bounce 
lower. He can 
bounce safely 
over the spike- 
balls and then up 
to the exit. 

Yellow Gem: 
Collect six blue 
gems in the pot, 
then get six more 
once the red 
blocks have been 
destroyed. Mix the 
blues to get two 
green gems and 
mix these to get 
the yellow gem. 


3.2- 

Clance War 


3.6 - Chilly Dog!! 

Grab the dog's head when he charges at 

you and keep throwing it into the ground until 
he dies. Nice! 

Yellow Gem: Grabbing the dog's head and 
pulling it down makes him drop blue gems. 
Keep pulling and eventually you'll get the 
yellow gem. 


Avoid the grenades and mines to 

reach the star at the end. When you 
use the star, you’ll need to beat the 
Clancer in the mecha-pod by 

■ destroying the pod. 

Yellow Gem: Grab 
the Clancer with 
throwing stars 
(between /*** 
the first two l 
gun-pods) Ijfl 
and shake 
him for 
the gem. 
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3.7 - Snowstorm Maze 

Ride the tricycle into the box above 

where it starts (next to its twin), then ride 
the springing Clancer into the other box 
and a star will appear. Go through, then 
pull the white ball to get a jar. Pull the next 
white ball and collect the bombs in the jar. 

At the wall with three white balls, throw 
the jar over the wall and ball boost over it. 

Get the jar, pull out one of the bombs and 
drop it on the red blocks. Take the star and 
get a jar from the next white ball. Now get 
all the Clancer kids that are playing in the 
snow and drop them in tf\e play area at the 
top of the hill to reveal the exit star. 

Yellow Gem: Grab the springing Clancer at the start, take him under the 
star and up from the right. Hold up, move left and bounce him off the spike 
balls until you reach the gem. 


Mischief Makers 


3.9- 

The Day Before 


Just need to make your 

way to the right. 

Yellow Gem: just beyond 
the exit star are some 
Clancers skipping over spike 
balls, join in and jump the 
rope several times to win the 
yellow gem. 


I * 2B 

!»*• 


3.11- 

Cat-astrophe!! 


You NEED TO BEAT THE KITTEN 

in a game of dodge ball. 

Throw the balls at her until 
she starts crying, then talk to her. 

Yellow Gem: Beat the kitten without getting hurt or 
stepping over the line and she will release the gem when 
the exit star appears. 


— r 


3.12 - Cerberus Alpha 

Ride the kitten into battle, and jump onto incoming 

missiles. You can then grab other missiles to use against 
the boss. 

Stage i - The boss chases you, firing a gun, missiles 
and a large cannon (which you should avoid at all costs). 
Catch Lunar's missiles and throw them back at him. 
Shake them to make them bigger and more powerful. 

Stage 2 • When you hit Lunar a few times, he jumps 
over you and attacks from the front. Use the same 
technique as before (and avoid that cannon!). 

Stage 3 • Lunar leaps off 
his bike and charges at you. 

Jump over him, get in close, 
grab him and slam him into 
the floor. 

Stage 4 * Lunar gets back 
on his now transformed 
bike. Grab his gun and blast 
away at him. Shaking the 
gun increases its power. 

Yellow Gem: You need to 
kill Lunar without getting hit 
at all. Yes. it’s as difficult as 
it sounds. 


3.8 - Lunar!! 

Beat Lunar to proceed. To do it, 

catch some of the grenades he drops 
behind him and throw them back. Or 
simply grab him and repeatedly 
pummel him into the ground. 

Yellow Gem: Catch some of the 
large energy bolts from his gun. One 
will reveal the yellow gem. 


3.10-The Day Of 

Easy this, do better than most British athletes and 

go for the gold! You need to win four out of seven of the 
events in the Clancer Olympics. 


loom Dash: Repeatedly tap right on the D-pad and you'll 
win easily. 

200m As 
400m Dash: As above. 

Long Jump: Run to the 
line (but don’t cross it), 
jump in the air, and at the 
highest point repeatedly 
tap the right C-button to 
boost as far as possible. 

Obstacle Course: As with the dash, repeatedly tap D pad 
right, but this time you'll also need to jump the obstacles. 

Ball Toss: Use the jar to catch more white balls than red 
balls to win as they are thrown at you. 

Maths Contest: When the equation appears, grab the 
numbers that make up the answer. Erase your answer by 
grabbing the arrow if you make a mistake. 

Yellow Gem: Finish the 100m dash in less than eleven 
seconds. 
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4.5 - Rescue! Act 2 

Defeat Calina! Press up and B to hit her 

when she hovers over Teran’s head, and avoid 
her bombs. 

Yellow Gem: 1 his is EjaBT ; i 

in the blue block on the 

far right. Let C.ilin.i 

drop tins ImH| ; 

block to get the gem. 


4.3- 

7 Clancer Kids 


( YOU NEED TO RfSCUF SEVFN ClANCER J Wj\ 

( hildren ,i ma/e who have been lfl| 

R ^ * jHj' 

Spike ball: i u,ih ,t iiunr Imn tin- , * v k / 

and throw it at him. Don’t touch 

the spike balls that replace the mines! _ 

Jar: Take the rocks that fall out of - 

the jar and throw them back. Watch ' ' - 

for green gems. \/ Ejj 

Laser ball: The ball with lasers V IH 

r'' 5 11 . r * • ■ ■) mi i! .'.ill dull , r ’In giMimd I B B j| 

. and brim; up rocks, throw the 

rocks ' 

A The stage over after 

seven Clancers have been beaten and saved. 

Yellow Gem: As you rescue each Clancer, before you talk to them, 
shake them, and one of them will give you the yellow gem. 


Rolling Rock!! 

You must get to the bottom 
before the boulder, without being 
hit by it. The exit star is on the 
left, and a restart star (for when 
the boulder blocks the exit) is on 
the right. 

Yellow Gem: A star in the 
green area near to the gem will 
take you to it. One of the 
containers with the gem holds a 
bomb which will let you continue. 


4.4- Rescue! Act 1 

Marina has been knocked out of action! You 

need to guide Teran through the next two stages. 
Go past the talking Clancers and punch the brown 
blocks before tackling the gunman. Jump on the 
tricycle, and race to the end. Place it in the room 
next to the other tricycle to exit. 

Yellow Gem: After the brown blocks go right and 
take the high platforms left until you find stars. 
Take the stars until you appear on a platform made 
of blocks that spell MARINA. Over the A is a star 
that will teleport you to three locations. Catch the 
middle flash to transport to the gem. 


4.6- 

Tarus!! 

Now IU AT 1 A W U S 1 

SSK 

v 1 ’ 11 " 1 ;' > 1111 11 

stamp 

releases rocks, throw them at him. When he 
charges in to punch you. grab his hand and throw 
him away. 

Yellow Gem: Stand by a wall, grab his fist when 
he charges and slam him into the wall and you’ll 
get the gem. 


4.2 - Toadly Raw!! 

Catch the toad’s tongue when it shoots out and 

pull it to shake him up. When the Clancer appears 
and throws lightning at you, catch it and throw it at 
the toad. Keep 

hitting B to £HHBHHPMHHB 

■ 1 ' . 1 . r 

Y «4% 

Yellow Gem: ^ ~ jjPpjjB 

1UV v»n be- JjBPil 
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4.8 


-Aster’s Tryke 


4.10- 

Aster’s Maze 

Make your way through the teleport 
maze. The map of the two teleport 
grids is just to the right of where you 
start. In addition to teleporting, you 
can walk right from some transporters 
to others, and drop down to yet others. 

The sequence you need to take to 
the exit is as follows: 

From Green 1, walk right and drop 
down to Green 3; teleport to Red 4; 
teleport to Green 6; walk right to 
Green 5; teleport to Red 1; teleport to 
Red 6; drop down to Red 7; teleport to 
Green 8; teleport to Red 8, and finally 
drop down to the exit. 

Yellow Gem: Shake the Clancer to 
the right of Green 4. To get there, make 
your way to Red 1, as shown above, 
then instead of teleporting walk right 
to Red 2, and teleport to Green 4. Get 
the gem, then teleport back to Red 4 
to carry on. 


King Aster wants his tricycle, 

so you must ride it to the end of 
the level. As you move, the path 
behind you is washed away by 
fast-moving waves. Speed is vital! 
Yellow Gem: You'll see it before 
you reach the King. Try to aim the 
bike at it - it's not easy! 


4.7-Ghost Catcher 

YOU NEEO TO COLLECT THIRTEEN CLANCER GHOSTS FOR KING 

Aster in his grey Spirit Jar. Place the jar under the ghost to 
collect it. The locations are as follows: 

1: Right of the first elevator. 

2: Just along from the brown blocks. 

3: Go up on the first cloud and left. Pick the flowers. 

4: Take a bomb from the container past the second ghost, go 
up on the First cloud and head right. Bomb both statues and 
one will release the ghost. 

5: Shake the gold statue on the right of the second cloud. 

6: Take the second cloud up. go left, and bomb the two gold 

statues 

7: Bomb the grey 
statue in the same 
room. 

8: Go up on cloud two, 
right, then pull the 
green ball for a 
boomerang. Use the 


boomerang take out all the spike balls to free a ghost. 

9: Continue right past cloud three, and get the ghost that 
throws flames in the next room. 

10: Take the third cloud down; there is a ghost behind the 
wall on the right. Position yourself under the ghost, jump up 
and throw the jar at the ghost. 

11: Come down on the third cloud and go right for one ghost. 
12: Keep going right for another. 

13: Go left to the gap in the green wall, and lob the jar into 
the hole to capture the ghost. Go below, and roll underneath 
the gap (tap down twice) to collect the jqr. Throw it back out, 
then roll out again. 


< 


‘ r #. 

J 


Return the jar to the 
King to exit. 

Yellow Gem: Take a 
bomb to the room 
where you’ll find the 
penultimate two ghosts 
and take out the grey 
statues. 


4.9 - Moley Cow!! 

Now you need to beat the 

mole. Grab his head and 
slam him against the 
ground several times. 

Yellow Gem: While 
the mole is on his 
back, jump on his 
stomach to get blue 
gems, and 
eventually, the 
yellow gem. 




m 


4.11 - Sasquatch Beta 

Tarus is back! You need to beat him over two 

stages. 

Stage 1: Tarus rides a tank and throws rocks which 
you should throw back. When his cannon charges up, 


grab it and air 
boost up until the 
shot is Fired. 

Stage 2: The 
tank turns into a 
robot. It will 
attempt to kick 
you. When this happens, grab its foot, and pull it back 
so the cyborg falls out. When he’s on the ground, air 
boost the robot up. and slam it down on the cyborg 
(B. C Right. C Up. 
and C Down). Do 
this a couple of 
times to kill him 

Yellow Gem: 

Beat Tarus without 
getting hit. 
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5.5 - Trapped!? 

Having reached the air fortress, you now 

need to infiltrate it. Beat the Clancer in the 
mecha pod, then get through the room with the 
teleport stars. Pull the pink ball, use the star, 
pull the green and blue balls, return to the pink 


Make it through the war zone. You will need to defeat four Clancers 

in robots to proceed. Grab the missile launchers and shake them for 
homing missiles! 

Yellow Gem: One of the grey-coloured Clancers will have the gem, so 
you'll have to find him and shake him. He should be in the fourth stage. 


one, and pull the new blue ball. Place the 
statue on the red blocks below where the 
bomb will fall so when it won’t detonate. 
Instead, use it on the right wall. Repeat this on 
the next group of red blocks. Next deal with the 
Clancer pirate. Back him into a corner and he'll 
fire a grappling hook and 
swing over you. Grab him 
and air boost down so he 
lands on his back. The 
exit star is just through 
the door. 


5.1 - Clance War II 


5.3 - Bee’s the one! 

You NOW HAVE TO RIDE THE BEE TO THE AIR 

fortress. Avoid the missiles and jet-pack 
Clancers, or grab them and throw them. 

Yellow Gem: One of the missiles drops 
a yellow gem when shaken. Just grab them 


Merco!! 


5.4 


Grab Merco from behind and slam him into the ground, avoiding his sword. 
Yellow Gem: When Merco lunges with his sword, grab it and shake it. 


'S * 


W 16 
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gems you 
collected, the 
more you’ll 
see of this 
sequence. If 
you don’t 
have them all, 
you’ll just 
have to go 
back and find 
them! 


5.10 - Credits 

Read 'em or don’t! Basically 

this level is just a whole list of 
names - exciting huh? We thought 
that would a pretty boring thing to 
take a picture of, so instead here's 
a photo that shows that Elvis 
really is alive 
and well and 

living A 

on the 

i w ^ 




5.9- 

Ending 


The more 


5.8 - Final 
Battle 


It's the final battle, and 

you need to defeat 
Beastector. Lunar, Tarus, 
and Merco join their 
machines up to form one 
huge Megazord-style 
mecha. Grab the foot 
before it stamps you. If it 
moves into the 
background, it is preparing 
to fire, so keep running to 
one side to avoid the 
shots. Grab the fist when it 
fires at you and aim back 
at it. It will try to avoid you 
by running from side to 


side, but it follows a predictable pattern, so if it just ran to the left 
aim slightly to the right. 

Yellow Gem: Guess what? Take it out without getting hit. 


5.6- Phoenix Gamma 


t! 


NOW YOU’LL HAVE TO DEAL WITH MERCO AND HIS VEHICLE AGAIN! 

Stage 1: He dives at you, so grab him and pull away his 
shield. Then do the same with his sword. When you’ve done 
this, he’ll charge you. Avoid the charge and immediately 
throw his sword or shield at him when he’s vulnerable. When 
you’ve done this a few times, his drill machine will transform. 

Stage 2: Merco jumps on his bird, which will try to peck you. Avoid the pecking and grab its 
head, then air boost downwards 
until it springs back. Stay at the 
bottom of the screen to avoid the 
laser blasts coming from its wings 
and repeat the process three times. 

Stage 3: The bird will chase then 
you, attacking with a machine gun, 
missiles, and an energy blast. Keep 
moving around the edge of the 
screen until the missiles come. 

Catch one, then you’ll have plenty of 
time to return it to sender! 

Yellow Gem: Defeat Merco 
without getting hit. 


Yellow Gem: When you’ve 
removed the second set of red 
blocks, backtrack and destroy the 
first set to reveal a star. Use it. pull 
on the ball where you appear, exit, 
pull the new ball, then go back and 
pull on the new pink ball for the 
yellow gem. 


.4* 


5.7 - Inner 
Struggle 

Defeat the Monolith by 

grabbing the ’bad’ words that float 
past, shaking them up to make 
them ’good’ words (they change 
size and colour) and chucking 
them at the Monolith. Avoid the 
bolts that it shoots at you. 

Yellow Gem: When the word 
‘Dire’ appears, grab 
it and shake it to 
make ’Lucky’, 
then smash the 
word into the 
ground for 
the yellow 
gem. 


93 

© 


magazine Volume 7 






























magazine Volume 7 



Subscriptions/Back Issues 


BACK ISSUES 



Missing an issue? You need no 
longer live in darkness and gloom! 



Nintendo 100% top actfofifi 


Shadows 0 "?! 

Empire 


Issue 1- SOLD OUT 
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'flNDEX 


The Nindex is the authoritative guide 
to Nintendo 64 software, detailing every 
game we’ve ever reviewed (and some we 
haven’t, on the grounds that they’re just too 
obscure). Both official releases and import games 
are covered, giving you all the information you need 
when deciding what games to buy. It’s all here! 
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Baku Bomberman 

Publisher: Hudson Soft 
Reviewed: Issue 7 
Bomberman hits the third dimension, and 
the multi player game suffers as a result. 
However, the one-player game is improved 
dramatically, being a clever and enthralling 
mix of puzzles, action and big explosions! 


Diddy Kong Racing is a superb combination 
of racer and adventure pitting everyone's 
favourite chimp against the evil Wizpig. Just 
as good as a one-player experience as it is 
for full-on multi-player racing mayhem! 


Blast Corps 

Publisher: Nintendo 
Reviewed: Issue 3 


88 



Doom 64 

Publisher: GT Interactive 
Reviewed: Issue 1 (import) 

Graphically upgraded but otherwise 
unsurprising update of the aging PC classic. 
Fun for a while, but looks very old hat when 
compared to games like Turok and 
Goldeneye . 


50 


Doraemon 

Publisher: Epoch 
Reviewed: Issue 3 (import) 

The first (but undoubtedly not the last) 
Mario 64 clone, which plays almost 
identically to the Nintendo game, except not 
as well. Loads of Japanese text and extreme 
easiness hinder playability. 


An excellent combination of racing game, 
shoot-’em-up and nerve-scraping puzzler. 
Try to prevent a nuclear disaster by safely 
guiding a runaway missile carrier through 
each level - by destroying everything in its 
path! Addictive fun, but not that long- 
lasting. 


Duke Nukem 64 

Publisher: GT Interactive 
Reviewed: Issue 7 
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Cruis’n USA 

Publisher: GT Interactive 
Reviewed: Issue 1 (import) 

Absolutely pathetic attempt at a racing 
game, redeemed only by... well, nothing, 
actually. It's utter rubbish, but terrifyingly 
isn't the worst game out on the N64. 



60 


Dark Rift 

Publisher: Vic Tokai 
Reviewed: Issue 4 (import) 

A beat-'em-up which looks extremely nice 
(with 60 frame per second graphics) but 
plays like a compendium of every other 
fighter ever written, so is rather dull. 
Nothing special. 

PI Diddy Kong Racing q tr 

ijv Publisher: Nintendo 
Reviewed: Issue 7 

Making Mario Kart 64 instantly redundant. 


Steroid-packed conversion of the classic PC 
shooter, with a rock-hard hero ridding the 
world of babenapping alien scum. Although 
the graphics aren't as good as Goldeneye, 
the excellent gameplay is still there. 


(o/Zk 
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FI Pole Position QA 

PubMwnUbiSoft 

Reviewed: Issue 6 

An update of Human Grand Prix (qv), with 
improved graphics and an official Ft licence 
that banishes Hamon Dill forever! It plays 
well enough and has a lot of depth, but may 
be a little on the arcadey side for hardcore 
Fi fanatics. 
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FIFA 64 

Publisher: EA Sports 
Reviewed: Issue 2 

Completely awful football game that is 
kicked off the field by Konami's I 5 S 64, yet 
still became a best-seller purely on the 
strength of its name. You can fool some of 
the people all the time. 
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Ganbare Goemon 

Publisher: Konami 
Featured: Issue 5 (import) 

Wild and wacky follow-up to the popular 
Super NES series of Goemon games, which 
in its current form suffers from a lack of 
action and a surfeit of Japanese text which 
makes puzzle solving all but impossible. 


25 


The Glory Of 
St Andrews 

Publisher: Seta 
Reviewed: Issue 3 (import) 

Now here's the worst game on the N64... so 
far. This abysmal golf game suffers from 
inaccurate controls, lousy graphics and a 
general air of shoddiness. Avoid at all costs! 


Go! Go! 

Troublemakers 

Publisher: Enix 
Reviewed: Issue 4 (import) 
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Extreme G 

> Publisher: Acclaim 
Reviewed: Issue 7 
Insanely fast futuristic racer, where tooled- 
up bikes battle it out over a series of high- 
tech rollercoaster courses. Easily a match for 
PlayStation Wipeout, with the added bonus 
of multi-player battle games! 



Although a 2-0 platform game looks out of 
place amongst the N64*s 3-D wizardry. 
Troublemakers is actually surprisingly 
playable, with plenty of variety and a lot of 
clever touches. Once you've got past the 
Japanese text, though, it's fairly easy. 


[Goldeneye 

r Publisher: Nintendo 
I Featured: Issue 5 (import) 
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An absolutely superb title which takes first- 
person games to a new level, and also lets 
you relieve your bloodlust into the bargain! 
Bond is back in a game that showcases what 
the N64 is really capable of. 

Habu Shogi N/A 

Publisher: Seta 
Featured: Issue 3 (import) 

Shogi is a variation on chess, but since we 
don't know the rules and the text is in 
Japanese, reviewing this would be a 
meaningless and futile action. 


78 


Human Grand Prix 

Publisher: Human 
Reviewed: Issue 2 (import) 

An okay-but-nothing-special Formula One 
racing game, only without an official licence 
so it's full of drivers like Hamon Dill. Comes 
across like a tarted-up Super NES game. 


oXi. 


ISS64 

Publisher: Konami 
Reviewed: Issue 3 
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If we went in for changing scores after the 
initial review, we'd be tempted to knock this 
up by a couple of percent. It's a great single 
player game, an awesome multi-player 
experience, $nd quite simply the best 
football game ever. 

J-League c c 

Dynamite Soccer J ^ 

Publisher: Imagineer 
Reviewed: Issue 6 (import) 

Up against the mighty ISS 64, this is like 
pitting a Sunday League team against Man 
United. Despite some neat touches, it’s hard 
to play because you're never sure which 
player you're controlling - and everyone's a 
midget! 


75 


Killer Instinct Gold 

Publisher: Nintendo 
Reviewed: Issue 3 

Nintendo's entry into the beat-’em-up market 
Is a playable if not stunning 2-D fighter, which 
relies on ultra-speed and massive combos for 
playability. Fun in short bursts, but not 
something you'll keep coming back to. 

















B Lylat Wars/ 
Starfox 64 

Publisher: Nintendo 
Reviewed: Issue 2 (import) 
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Spectacular shoot-'em-up which really 
shows off what the N64 can do when it's 
pushed. Those who've played 
Starfox/Starwing on the Super NES might 
have a feeling of deja vu in play, but it's still 
tremendous fun. 


Mace: The Dark Age 

I’uHisher: Midway / 

Reviewed: Issue 7 

Currently the best beat-’em-up on the N64. 
Mace has more than enough combos, power 
moves, oversized weapons and female 
fighters with not much on to keep fans of 
the genre happy until Street Fighter arrives 
next year. 

Mahjong Master N/A 

Publisher: Konami 
Featured: Issue 3 (import) 

If you A: don't know the rules of Mahjong, 
and B: don't know Japanese, there's no point 
whatsoever buying this game. 


Mortal Kombat 
Trilogy 

Publisher: GT Interactive 
Reviewed: Issue 3 

Boring, bland and as up-to-date as a 78 of 
Arthur Askey tunes, Mortal Kombat goes 
down the krapper with this update too far. 
Only MK mugs could like it, but there seems 
to be a worrying number of them around. 
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Multi Racing 
Championship 

Publisher: Imagineer 
Featured: Issue 5 (import) 

The N64 ’s first ‘proper’ racing game, if you 
don’t count Cruis'n USA, and let’s face it, 
who does? Although praised to high heaven 
by other mags, we found it disappointing in 
the extreme as it is almost totally lacking in 
challenge. 


60 


NBA Hangtime 

Publisher: Midway 
Reviewed: Issue 2 (import) 

Mediocre basketball game which looks 
very similar to the Super NES’s NBA Jam, 
but doesn’t play as well. The four-player 
mode provides some brief fun. but nothing 
that lasts. 


NFL Quarterback 
Club ’98 

Publisher: Acclaim 



Reviewed: Issue 7 
An engrossing and highly detailed 
American football simulation, with 
everything that should be needed to keep a 
gridiron fan happy. 


Mahjong 64 N/A 

Publisher: Koei 
Featured: Issue 3 (import) 

As with Konami's Mahjong game, this is 
likely to have an extremely limited appeal in 
the UK (we reckon, oh, two people might be 
interested), hence the lack of a review. 



The first N64 racer, now overshadowed by 
the much better Diddy Kong Racing. It’s still 
fun, though its easiness, cheating Al and 
crap battle arenas rain on the parade. 
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Mischief Makers 

Publisher: Nintendo 
Reviewed: Issue 7 
The English translation of Go! Go! 
Troublemakers (qv), and made much easier 
to understand in the process. Although it’s a 
2-0 platformer, it has enough depth, variety 
and clever touches to hold the interest. 


PlLOTWINGS 64 

Publisher: Nintendo 
Reviewed: Issue 1 
A game which divided opinion - some were 
entranced by its freeform airborne gameplay 
and realistic flight handling, while others 
thought it lacked focus and was too 'drifty*. 
For those who get into it, there’s plenty to 
do. and it looks superb. 

Powerful Pro N/A 

Baseball 64 

Publisher: Konami 
Featured : Issue 3 (import) 

Given baseball's lack of popularity in Britain 
and the enormous amount of Japanese 
options, we thought we’d hold off on 
reviewing this until an American conversion 
appears... 

Pro Baseball N/A 

King 

Publisher: Imagineer 
Featured: Issue 3 (import) 

Again, as with Konami's baseball game, we 
decided it wouldn't be fair to review this 
until a comprehensible version appears. 

Shadows Of The Empire QQ 

Publisher: Nintendo 

* ptrifnl J 

Reviewed: Issue 1 

Another opinion polariser; tightly-crafted 
Star Wars adventure classic, or ropey Doom 
clone with blurry backgrounds and 
hackwork gameplay? The review score says 




the former, but we suspect time won’t be 
very kind to it. 


P* Super 
(3 Mario 64 

Publisher: Nintendo 
Reviewed: Issue 1 
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The N64’s first game, and for a long time the 
only one which showed off the machine’s 
true abilities. The fact that it took us four 
issues to print the full solution shows just 
how much there is to do! A genuine classic. 
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Tetrisphere 

Publisher: Nintendo 
Reviewed: Issue 5 (import) 

A pseudo 3-D variation on the classic falling 
block puzzle, where matching blocks have to 
be grouped on the surface of a sphere. It 
gets more addictive as it goes on, but isn’t a 
match for the Game Boy original. 


levels eventually deteriorates into lots of 
wandering around mazes. Good but not 
great. 
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(oXl Wave Race 64 

< 5 ? j p Publisher: Nintendo 
^ Reviewed: Issue \ 

"Wave Race 64 alone justifies the cost of the 
N64.” burbled our reviewer excitedly, and 
that was when the N64 cost £250! We 
wouldn't go that far, but it’s still an excellent 
game, the jetskis having great handling as 
they crash through amazingly real 
seascapes. 


Wayne Gretzky’s 
3 -D Hockey 



Publisher: GT Interactive 
Reviewed: Issue 2 (import) 

The title tells you all you need to know 
about the game type, but how does it play? 
Not bad at all. actually, the N64*s analogue 
controller being ideal for this kind of game. 
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War Gods 

Publisher: Midway (import) 

Reviewed: Issue 3 (import) 

This pathetic excuse for a beat-’em-up is 
based on Mortal Kombat, only in 3-D. And 
boy, does it bite, as the Americans might 
say. The fighters are some of the most 
stupid yet, and it plays like a one-legged pig 
with a broken ankle. 



^ Top Gear Rally 

, Publisher: THE Games 
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Reviewed: Issue 7 
The most realistic racer on the N64 to date. 
Top Gear Rally combines realistic car 
handling with huge courses and a wealth of 
secrets to discover to create the ultimate 
rally experience. 


Turok: Dinosaur 
Hunter 



Publisher: Acclaim 
Reviewed: Issue 2 

Considering the title, there’s a marked 
shortage of dinosaurs in this game! Turok is 
a souped-up Doom, with lush graphics and 
OTT gore, but the promise of the early 


Wonder N/A 

Project )2 

Publisher: Enix 
Featured: Issue 3 (import) 

The premise is intriguing - a Virtual life’ 
game where you have to guide a young 
android girl into making the right decisions 
in life - but it relies heavily on Japanese 
text. Which we can’t read. 


The Nindex will be updated 
every month to provide you 
with the most accurate 
buying information you can 
find for N64 games! 
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Dead pool this month: Abe’s 
Oddysee on PlayStation / 
for making stupid / / _ 

whistling noises all 
month, the AWS 
server for being l 
even more crap 
than the computers 
aboard Mir. 






Special Reserve Discount Mail Order -01279 600204 

iarket leaders in mail order home computing, established 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 


ARE THESE BRITAIN’S BEST N64 DEALS? 


If you don t fancy our Membership offers you can take a Trial Membership for just 50 p 


lintendo 64 with 3D Controller 
19.99 less £10 off any other item* 

icial UK Nintendo 64 complete with Nintendo 
controller and RF lead 

intendo 64 Fire Pack 
19.99 less £10 off any other item* 

total UK Nintendo 64 with Nintendo 3D controller 
J RF lead PLUS extra Nintendo 3D Controller 
j 1 MB Memory Card 


Nintendo 64 Games 


Cheat Books 


BLAST CORPS 

40 99 

AWESOME SNES SECRETS 

499 

DIDDY KONG RACING 

40 99 

MARIO 64 OFFICIAL PLAYERS GUIDE 

999 

DOOM 

46 99 

MARIO KART 64 


DUKE NUKEM 64 

46 99 

official players GUIDE 

999 

EXTREME G 

48 99 

MARIO KART 64 


Ft POLE POSITION 

44 99 

UNAUTHERISED secrets 

999 

FIFA SOCCER 

29 99 

NINTENDO 64 


FIFA ROAD TO THE WORLD CUP 

49 99 

UNAUTHERISED SECRETS 

999 

GOLDENEYE (RUM) 

40 99 

SECRET COOES FOR NINTENDO 64 

799 

HEXEN 

44 99 

SUPER MARIO 64 SURVIVAL GUIDE 

11.99 

INTI SUPERSTAR SOCCER 64 

48 99 

TUROK OFFICIAL GUIDE 

1099 

KILLER INSTINCT GOLD 

LYLAT WARS 

. RUMBLE PACK (RUM) 

44 99 

47 99 

Super NES Games 

DONKEY KONG COUNTRY 2 

DONKEY KONG COUNTRY 3 

29 99 
41 99 


W 
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Deduct £10 off the 
price of any one 
item bought at the 
same time as a 

Nintendo 64 aod PAY LATER if 
your total purchase is over £250. 
subject to status 



• J MARIO KART 64 

WITH FREE 256K 
MEMORY CARO 
WORTH 7 99 


SCART LEAD • N64 to scan TV 8 99 

HI-FI AUOIO LEAD • N64 lo stereo 9 99 
TV LEAD - N64 lo SVHS TV or video 9 99 

K MEMORY CARD (12 slots) 7 99 

B MEMORY CARO (48 Slots) 12.99 

■ICIAL 256K MEMORY CARD 1 23 pages ( 12 slots) 14 99 

TENDO 84 DELUXE CARRY CASE .■ 

R OF EXTENDER CABLES To extend four 
troller leads by an additional 1 5 metres each 
:k OF FOUR EXTENDER CABLES 
WBLE PACK Look tor games marked (RUM) 

Nintendo 64 Controllers 

ARCADE SHARK STICK 

5 tire buttons view control analogue and 
digital directional controls inter <hangable 
joystick, auto-fire and slow motion 

OFFICIAL 3D 
CONTROLLERS 25 99 

Available m many different colours 
Slack. Blue Green Grey Red and Yellow 



24.99 

9.99 

1699 

12.49 


34 99 
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SHARK PAD PRO 21J 

5 lire buttons 4 way view control, 
analogue and digital directional control, 
auto-lire function, slow motion function 


SUPER PAD PLUS 19.99 

5 fire buttons view control, 
analogue joystick controller, 
luto-hre function, slow motion function 



MACE 46 99 

MADDEN 64 49 99 

MORTAL KOMBAT TRILOGY 46 99 

MULTI RACING CHAMPIONS 44 99 

NBA HANGTIME 49 99 

NFL QUARTER BACK CLUB 98 45 99 

PILOT WINGS 64 40 99 

RAMPAGE WORLD TOUR 46 99 

SAN FRANCISCO RUSH 46 99 

SHADOWS OF THE EMPIRE 47 99 

SUPER BOMBERMAN 64 40 99 

SUPER MARIO 64 47 99 

TONIC TROUBLE 44 99 

TUROK DINOSAUR HUNTER 48 99 

WAVE RACE 64 44 99 

WAYNE GRETSKY 46 99 

WCW VS NWO WORLD TOUR 33 99 

WETRIX 44 99 

PlayStation Value Pack 
129.99 less £10* 

with TWO Sony Controllers a Sony Memory 

Card RF Lead and Playable Demo CD 

'Deduct £10 off the price of any one item 
bought at the same time as a PlayStation 

PlayStation Peripherals 

HIGH CAPACITY MEMORY CARO 26 99 

OFFICIAL MEMORY CARD 14 99 

OFFICIAL ANALOGUE CONTROLLER 22 99 
OFFICIAL CONTROLLER 17 99 

PREDATOR LIGHT GUN 17 99 

SCART LEAD PLAYSTATION RGB 9 49 

Top 5 PlayStation Games 

From our range of 250 PlayStation Games 

V-RALLY 34 99 

ACTUA GOLF 2 29 99 

ODOWORLDS ABE S OOOYSEE 31 99 

WARCRAFT 2 35 99 

MORTAL KOMBAT MYTHOLOGY 28 99 


DOOM 3999 

F ZERO 14 99 

FIFA SOCCER 24 99 

JOHN MADDEN NFL 93 19 99 

KIRBY S DREAMCOURSE 19 99 

KIRBY S FUN PACK 29 99 

MORTAL KOMBAT 3 29 99 

PGA TOUR GOLF 19 99 

PILOT WINGS 23 99 

SECRET OF EVE RMORE 29 99 

SUPER INTERNATIONAL CRICKET 17 99 
SUPE R MARIO KART 25 99 

SUPER MARIO WORLD 19 99 

SUPER STAR WARS 19 99 

SUPER STREET FIGHTER 2 26 99 

SUPER TENNIS 17 99 

VORTEX 999 

WEAPON LORD 29 99 

YOSHI S ISLANO 21 99 

ZELDA 3 - LINK TO THE PAST 19 99 

Pocket Gameboys 

(AS SEEN ON TV) 

New 30*. smaller and 50*. 
+ • e lighter Gameboy Compatible 

, with ak Gameboy games 

__ 9 

GAMEBOY POCKET 45 99 

GAMEBOY POCKET (BLACK) 39.99 

GAMEBOY POCKET (BLUE) 39 99 

GAMEBOY POCKET (CLEAR) 39.99 

GAMEBOY POCKET (GREEN) 39 99 

GAMEBOY POCKET (RED) 39.99 

GAMEBOY POCKET (YELLOW) 39.99 

Gameboy Games 

DONKEY KONG LAND 22 99 

DR MARIO 12 99 

GOLF 14 99 

MARIO AND YOSHI 12 99 

NBA ALLSTARS 14 99 

SENSIBLE SOCCER 19 99 

STAR WARS 14 99 

SUPER MARIO LAND 1 19 99 

SUPER MARIO LAND 2 19 99 

TENNIS 9 99 

WAVE RACE 9 99 

WORMS 15 99 

ZELDA 16 99 
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TRIDENT PAD 16.99 

6 way directional thumb controller. 3 D analogue 
stick. 9 fire buttons, autofire & slow motion 


TRIDENT PRO PAD 19 99 

8 way directional thumb 
controller 30 analogue stick. 
I lire buttons, autofire slow motion and LEO 
display panel 



Sony KV14-M1 
14” FST colour TV 


• Remole control 

• Trinitron picture 

• Rear scan input 

• Tilt & swivel stand 

• Loop aenai 


169.99 


SAVE £30 



Special Reserve ZZAP.net 
Pentium P200 MMX 999.99 

• Complete Multimedia System 
• Intel CPU & Motherboard 

• internet ready with 
tax/modem 

• 3 D Diamond Stealth 

Windows 95 
Works & Encarta 
40 great games 



Special Reserve Big Club Shops 


lit one of our great shops for massive selection at rock bottom prices 
We guarantee the lowest price in town - by a full £2 


BRISTOL 

351 Gloucester Road (A38). 
Bristol. 

1 7* miles from the City Centre 
and |ust up from Kwik Save 

Tel: 0117 924 5000 

EGHAM 

168 High Street. 

Egham. Surrey. 

Near Windsor and Staines 

Grand Opening 15th November 
Tel: 01784 473444 
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CHELMSFORD 

43 Broomfield Road. 
Chelmsford. Essex. 

Just around the comer from 
the bus station 

Tel: 01245 348777 


NOTTINGHAM 

164 Derby Road. 
Stapleford, Nottingham. 

2 miles from junction 25 of the Ml. 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 


AWBRIDGEWORTH 


The Maltings. Station Road. 
Sawbridgeworth. Herts. 

Not far from the Ml 1. just around 
the comer from the train station 

Tel: 01279 600399 

IU*y tom products HM may not yW b* m 



UPMINSTER 

209/213 St Mary's Lane. 
Upminster, Essex. 

2 mites from junction 29 of the M25 
Opposite Somerfietd Supermarket 

Tel: 01708 225544 


All for £6.00 


It's easy to join, just phone 01279 600204 or send in the order form 

There's no obligation to buy anything, you can be any age and it only costs £6 00 

1 Members receive 10 issues of our colour Club Magazines per j 
year, including our full catalogue of over 2.000 discounted 
products and competitions to win Playstations and Nintendos. 

2 The incredible Special Reserve Book of 2001 Cheats (all 
formats) will be sent to you with your Family Membership Card 
3. As a special bonus you will also receive an issue of EDGE 
magazine worth C3.50 the future of interactive entertainment You 
will receive EDGE dunng the first month or so of your membership. 

4 AND choose any one of the FREE GIFTS below if you buy just J 
one item at the same time as you join All of our gifts are worth 
the membership fee or much more You can extend (renew) your j 
membership for £5 50 just to get more gifts if you want them 

■ " " '1 FREE MINI BOY KEYRING CONSOLE 

■ Miniature hand held console with 55 
H vanations of 4 classic games Includes a 
H Tetris style game 

OR FREE VIRTUAL MEGA PET 

_ 8 electronic virtual pets in one Choose to look 

after a Chicken. Bird. Dog. Cat. Dinosaur. 

Crab. Fish or Butterfly Pets may vary 

OR FREE PERSONAL STEREO WITH 
E HEADPHONES AND CARRY CASE 

I Personal stereo cassette ; layer with headphones plus a padded 

carry case for tapes & accessones 

^^^)R EIGHT GAMES FREE FOR PCl 

Games include Desert Strike. Jungle Strike. Actual 
Soccer semi-final edition. Normality Inc playable! 
demo. Zool 2. Lotus 3. Toyota Celica GT J 
Rally and Team Suzuki. ALL 8/ 

GAMES ABSOLUTELY FREE f 

OR FREE FOOTBALL 

Full size 82 panel stitched PVC coated football. Size 5 

Other offers available Oflers subject to stock availability 
Overseas members add £2 postage 


•v»y < 





Pay Later - 0 % 




6 months Interest free when you spend a total of 
over £250 on ANY goods from our entire range 

Ask at our shops or phone 01279 600204 - subject to status 

20 % deposil Pay the balance afler 6 months or commence payments from £9 per 
month O 29 8 APR Either way there's no interest for the first 6 months - that s 0 % APR 


Special Reserve 

01279 600204 

Or fax your order on 01279 726842 ■ We ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

Members only - Join as you order - no obligation to buy anything 

Trial Membership just 50p (One magazine, one order) 
or Annual Membership £6 (uk),c9(ec) £12 (world) 

Annual Membership includes 10 Club Magazines, one EDGE magazine (sent 
later) and our Book of 2001 Cheats. AND there s a choice of fabulous free 
gifts if you buy Just one item when you take out a £6 Membership. 

Al prices mctuda VAT and carnage to MOST UK mainland addresses 
(BLOCK CAPITALS P*mm) 64 MAGAZINE 

Name & Address_ 


Phone No 


Postcode 

Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK C6.00J 


Machine 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


credit card 

EXPIRY DATE . 


SWITCH 
_(ISSUE NO_ 


Overseas credit card only, please ado surcharge £2.00 per item 

Immediate cheque clearance. Cheques payable to 

Special Reserve at 

PO Box 847, Harlow, CM21 9PH 


e ptwns 01779100204 $m mm cany • Cl suithag* in our Mop* SAVE t Saving off kill recommended pne* Sent to pr«M 141047 Error* A Ommiona Excluded Inlw-tf 
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You direct the action. Shot...by Shot! 


Now pay attention 007, there’s a lot of detail in this one. Thirty different means 
of assassination, twenty missions, the best gadgetry and more of your old 
enemies in the DeathMatch section than Moneypenny could shake a stick at. 
Now this device is optional but sure to come in useful, it's just come back from 
successful tests in the Lylat Wars. 


They call it a Rumble Pak and it lets you feel the recoil of any of your favourite 
weapons right in the palm of your hand. Remember 007, the destiny of the free 
world hangs in the balance so do make sure you use that analogue controller of 
yours, I really don’t know how we ever managed with those old digital ones. 

Oh, and do be careful 007. 


“The most realistic and intense video game based on a movie ever” 64 EXTREME “Sheer unadulterated Bond brilliance. You cannot buy better" N64 MAGAZINE 


C '997 NINTENDO RARE GAME BY RARE C 1962 1995 DANJAO U.C i UAC AU. RIGHTS RESERVED C 1997 EON PRODUCTIONS LTD* MAC B NC JAMES BONO THEME BY MONTY NORMAN USED BY PERMISSION OF EMI UNART CATALOG INC TM • AND N-CU8E ARE TRADEMARKS OF MNTENOO CO. LTD 



64 94 


rumblepak 




TOTAL 64 . 
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THE FASTEST MOST POWERFUL GAMES CONSOLE ON EARTH 









